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AS LONG AS YOU'RE DISHING OUT 
SURPRISE GIFTS, YOU MIGHT AS WELL 


GRAB ONE FOR YOURSELF. 


YOU'VE BEEN HALFWAY DECENT THIS YEAR, RIGHT? SO THIS HOLIDAY YOU SHOULD GET WHAT 


YOU DESERVE. NO, NOT BUN HUGGER UNDERWEAR, NOT A YEAR’S WORTH OF BALLROOM 


DANCING LESSONS. NOPE, YOU DESERVE SOMETHING THAT WILL CAUSE YOUR FRIENDS 


TO CURSE YOU, HATE YOU AND WISH THEY COULD DESTROY YOU. YOU DESERVE 
A SUBSCRIPTION TO NINTENOO POWER MAGAZINE AND THIS CARD Is ALL YOU 
NEED TO GET IT. THINK ABOUT IT! EVERY MONTH YOU'LL GET AN ISSUE OF NINTENOO 


« POWER THAT’S PACKED WITH FIGHTING MOVES, CODES, MAPS AND OTHER TIPS THAT’LL 


HELP YOU K.O, YOUR FRIENDS FASTER THAN A COLD, CLEAN 


SLIDER TO THE SIDE OF THE MELON. IT’S THE BEST GIFT YOU COULD EVER GET. AND IT’S 


ONLY 18 BUCKS*, SO DO YOURSELF A FAVOR, DON’T WAIT FOR SOMEONE ELSE TO SURPRISE 


YOU WITH A SUBSCRIPTION. FILL OUT THIS CARD AND GET A GREAT GIFT FOR YOURSELF. 


AFTER ALL, YOU DESERVE THE WORLD'S BEST VIDEO GAME MAGAZINE--AND IF YOUR FRIENDS 


DARE TO CHALLENGE YOU, THEY DESERVE EVERY BEATING THEY'RE GOING TO GET. 


CALL [-S00-255-3700 TO SUBSCRIBE NOW. 


“CANADIAN RESIDENTS PAY $25 
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ecret of Mana is an outstand- 

ing game! I'm glad you have 
given extended coverage to that 
game. When I first played it, I 
thought it was like a cross between A 
Link to the Past and Final Fantasy II 
The fighting and moving about 
resembles Link, and the hit/magic 
points, multiple characters playing at 
once, the large, mysterious world and 
how the hero 1s banned from his 
home all resemble Cecil and his 
game. With this coverage, people 
who are having trouble getting to the 
Mana Fortress can see what's ahead 
and have something to look forward 
to. Players can also see the types of 
weapons and their strengths against 
enemies, too. Secret of Mana 1s a 
VERY challengmg game and I think 
it 1s worthy of a strategy guide. 
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ART 


Michael Lat ) 
New York, NY 


I really love the expanded coverage 
on Secret of Mana! It’s well-writ- 
ten and the illustrations are top- 
notch! J have only one regret though, 
and that’s spending I5 bucks on the 
official strategy guide. I've enclosed 
the actual receipt as proof of my stu- 
pidity. I don’t need 1t any more. What 
I'm really trying to say 1s: Your cov- 
erage 18 just as informative, even a 
thousand times better! 


STEVEN MASENHEIMER 
YORK, PA 


fully DISAGREE with your edito- 

rial comment regarding how we 
should be enjoying your expanded 
coverage of Secret of Mana! What 
coverage??? All you did was tell the 
story You didn’t give any help at all 
with the exception of giving some 
information on three weapons. What 
ever happened to dungeon maps (in 


aa = 
‘Brion Lindsey 
Kite, GA 


this case, palaces) or maps of the 
overworld, etc? The Secret of Mana 
coverage, while nicely laid out, 1s 
very disappointing. 


Pr 
GARD 
One of our main goals when we 
decided to give extra coverage to 
RPG's was to turn readers on to the 
fact that RPG's are cool! In Japan, 
RPG's are the best-selling games, but 
here, they fit mto a “niche” market. 
Many great RPG's have recently 
been released and many more are on 
the way. Final Fantasy Hl should 
please just about every RPG fan. 
Even though our Secret of Mana cov- 
erage was not totally revealing, we 
wanted to show our support for the 
game and the RPG genre by cavering 
the game in more detail than a "nor- 
mal” game review would. 


IF YOU'RE IN THE 
MOOD TO WRITE, 
WE'RE IN THE MOOD 
TO READI 
The Envelope Art just 
keeps rolling inl It’s 
being put to other 
good uses than just 


_ P.0.BDx 97033 | 
REDMDND, WA |; 
98073-9733 


Paul Kowalick 
Chatsworth, CA 
John Alan Smithers 
Peoria, JL 
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Publisher Mi Arakawa 
Editor-in-Chief Gail Tilden 
Praducer-in-Chef Tsutomu Otsuka 
Senior Editor Pam Sather 
Editors Scott Palland 
tesie Swan 
Jaff Batus 
Jon Whislar 
Jane Hacker 
J Jaff Runnin 
ecently, 1 was trymg to get our my present on my doorstep before Eudora Consulate HOMER 
seven year old son up tocome _he left at 5 00. am 1 woke up to find Peter Main 
to breakfast and get ready for school his newest Super NES game, Secret Phil Rogers 
T sat on his bed and told tim that his of Mana. at my feet. He didn’t even ape Tingdale 
e: “ e at dl . Jan Owsen 
breakfast was getting cold and he heat the game' He had four different Covar Dello Gifes Aveta 
needed to get out of bed. He replied quests—cach named as part of asen- Copy Coordinators Machiko Oehler 
with his eyes still closed, “I want to tence The names were “I”, “Will”, Theresa Tibbs 
finish looking at my dream” 1 asked “Miss”, ° You”. Thank you, Cayce. hana Hufiman 
him what he was dreaming about He JESSICA RYAN Pc aca eee 
ae ” a ie 
said, “Super Nintendo.” J told him to SOCORRO, NM Project Coordinators Gaoffrey Surbeck 
turn it off and come to breakfast He ‘i is Keyi Hamada 
answered with his eyes still closed Eru Toyama 
“OK In just a minute. I've just got Electronic Prepress one prelnah 
« Jefy avis Fletcher 
two lives left eS Waneacanen 
¢ ) Billy Noland 
Michael d Sinkula 
Karl Enk Kingery 
Trading Cards Phi! Honaywall 
| 
| will be moving to New Mexico An Director Hiroko Nagami 
around the 15th of July. My best 3 | Concept & Design V DESIGN 
friend, Cayce Munson, gave me a Jonathan Robbins took Nintendo Power all the Yoshi Orimo 
going away present the night before — way {rom RIE Hondlareow il Tennessze home eee pear 
a : “ + to the Mayan pyramids at Chichen Itza in fandy Selvatori 
he left on a trip Cayce said he'd leave Mexico Cooll Raisiy ub Asahume 
Jaff Hazard 
Aan MT A ARNS 3r Sonja Morns 
Ni ] lob Soo 
es fae Ritsuko Yamayt 
Maureen Witkowski, from Guilford, Connecticut was eet Rakes 
the Grand Prize scammer of our Player's Poll Contest Gregg Coomer 
from Volume 58 Maureen was especially lucky because Hustrators Augie Pagan 
year after year. the Nintendo Power Awards consistently Brian Ballinger 
Gregg Coomer 


draw more entries than any other Player's Poll! Twenty- 


Fi le 
five Super NES games of her choice nroeratakes 


Katsuya Tarada 


was the prize and we must say that Jeff Hazard 
Maureen has excellent taste mm Orangs Nakamura 
games! Mega Man X, Mortal Cn ane 
Kombat, StarFox, Secret of Mana. f 4 ota Nebunare 
SF Il Turbo, Aladdin, Super Star po + ea * Maktkazu Omori 
Wars and The Magical Quest were a: aa . Derek MeCaughan 


c e selections 
just somelofher game:sclece Check it out! If a house 


that the Super NES builtt 
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Game Counseling 


tS 1-206-885-7529 


Nitendo Power 
SCrIPTions & 
Consumer Service 


f (TDD 1-206-883-9714) 


Cell our Game Counselors for help (TDD 1-800-422-4281) ezpyrantowner Prisomshe USA 
between 4 a.m. service, gonerel eesistence Color Separstion by Dai Nippon Printing Co. Ltd 
time, Monday through ee em Gell fot Fe wel NINTENDO ISA REGISTERED TRADEMARK OF 


end 7 p.m. Sunday. it’s long ince, SO 


before you call, be sure to get permiasion  Saturd 


ed _from Ce Ee eae bill. 


1-800-255-3700 


"Sia 


may bs proted in whole or in pert without express 
written permission from Nintendo of America Inc , 


>) NINTENDO OF AMERICA INC TM & © for games 


and characters are owned by the compenies wha 
markst or licanse these products: 
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You've been reading about DK’s most outra- 

geous adventure for a while, so now it’s time to 
get down to the nitty-gritty and start talkin’ strategies! 
The following pages are a small sampling of the areas 
that DK and Diddy will encounter. 


POT Tost 


c goon) 


8 NINTENDO POWER 


This key lets you know what types of areas to expect while 
you try to re-establish your banana hoard and rid the island 
of King K. Rool and his evil band of Kremlings 
O @! 
() r 
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Even though Ropey Rampage isn’t 


the first stage in the game, it does |“ fy . i 

provide us with a great cross-section <<" - | ce 
of enemies and obstacles as well as | 2 -- “ag > de 
several hidden Items. When you finish eet 


the first area in the game, eee, 
Jungle Hijinxs, the setting turns 
ark and it continues over into ae. 
Ropey ‘Rampage, but now it’s ‘ 
“raining! The sun does.coriie_ 


at 
a 
s 


oan, 


TG BONUS _ HIGOEN 
ITEMS 


UNEARTH A TIRE 
FOR A BOOST 


There are a 
few ways to 
unearth a tire 
from this area. 
When you let 
go of the vine 
just before it, 
Jump over the six bananas 
and land on the f 


right and use it to gain altitude Or, if you have Diddy, you 
can jump up on to the next tree and then jump down to the 
fragile ground that holds a Winky Medallion. 
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LAP OF FAMH GETS 
YOU TO BONUS ARE? 


How would you even know that this Blast Barrel was = "a Fi a 
a, » located here? You probably wouldn’t unless you fell off |) - f 


of a tree and saw iton your bs “ 
way down. The barrel (np : * 
shoots you horizontally 2 . . f 
y j through the far wali. A = Fe Beye. 

much gasier solution fer & ver he ys 
— finding one of the elusive re : 
Ropey Rampage Bonus, 
Areas isp check our map. 
Pick up a toad of bananas and a Sn 

: the Golden Letter N in the 

. Roms: Area, 


CONTINUE ob... SBLDEN 
BARREL yf * ~~ MEDALLIONS 


FINDING THE NEXT 
BONUS AREA 


Just before the rain dies down and the sun comes 
out, you will have your chance to enter the sec: 
ond Ropey Rampage Bonus Area. Just to the left 
of the arrow that pots the way to the exit, you 
will a gap between two 

ledges. EF you stand on the nght 

ledge, you’ll just be able to see 

part of a barrel. Simply fall into 

the gap and into the barrel. It’s a 

Blast Barrel that puts you into a 

1-Up Balloon guessing game 
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ee Bouncy Bonanza ° 


>. Ae named, Bouncy ( 


\ Bonanza will keep DK and Diddy { 

\\ LS hdpping all the way through the 
cavernous stage. Both stationary 

, and moveable tires are plentiful 
here. It’s important to roll move~ 

able tires into locations that are 
advantageous to you. Zingers 


approach rapidly from the sides. 


TO BONUS CONTINUE 
“AREA & BARREL yy ee 


TAKE WINKY 
FOR A RIDE 


When you drop down after taking the high route 
through the mid-section of Bouncy Bonanza, 
enter the door on 
your nght. Winky 
will be ting 
patiently ima crate. Bust 
him out! Winky’s 
amphibious hyde 1s tough 
He can take out Zingers 
with one bounce! See how 
hi you make 
jump 


oe 5 
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L Tre fi 


THE FIGHT ) yi a9 


Use the tire that helped you reach the 4 
Continue Barrel and roll it to the right \ 
onto the moving platform. While it’s i 
f on the platform, jump on it and get a 
boost to the upper 
level, You’H find 
the Golden Letter N 
along the upper 


1 


path. Other than a 4 
that, there’s no Mi 

reason that the uy oN é 
upper path is 

better to take. 


GET UP TO THE 
BLAST BARREL 


Just after you come across the Golden Letter G, 
you'll also come across another moveable tire 
It’s Just kind of sitting there trying to look 
inconspicuous. Obviously, you’ ve 
a do something with it! Roll it 
over to the right, avoiding the 
and carefully roll it onto the 
ally-moving platform in the 
chasm. You can then use tts rubbery 
qualtttes to bounce you up and into 
the Blast Barrel that will take you to 
a Bonus Area. 
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‘ Clam City 


It’s another wategy.tes(Tor the 
pict (and hairyy-due df! and Diddy! You 
inay think that gorillas and .monkéys*don’t like) > 
to swim or even get wet, but thesé two crazy 
~ go-getters don’t mind at all, They enjoy a 
cool dip every now and then, The 
) , water is very refreshing (except for: 
that toxic pit, Poison’ Pond). Be sure 
to-check for hidden passages! 


” 
KEEP TO 
‘THE TOP 


sand they usu- 

clves out to cover a 

lot of territory When swimming 

through this arca, try to stay to the 

top. If you have a solid surface to 

f, you're better 

find Enguarde before you get 

>. You can pick up the Golden 
Letter O here, too 


A SIX-PACK 
OF TEETH 


A gang of hungry Chomps Jrs. rol this arca 

i ey swim back and forth and create a sort of 
ving” pattern amongst 
themselves. If you don’ t 
have Enguarde, try to 
swim up and down 
when you go 

& through them 


~ You can't shell the Clumbos so you're just 
gonna have to avoid them and the pearly pro- 
§®Peles that they profusely propel. lf you try 

: going through certain sections of Clam City) 
2 quickly, you're bound to get hit. It’s almost 
bod ‘guaranteed, Just 

Telax aid enjoy a . = -—.* 

nice casual 

cruise, The music 

is. olaxifig, isn’t < 

it You'llsbe able | > 

to'See the pearls “ 

before -you get 

into a troubling 

position, 


GOLOEN : 
OED D BANANAS. 


CONTINUE GOLOEN 


* BARREL MEDALLION 


IT UP 


Ascending through this vertical 
water passageway will put you 
face to face with six Chomps If 
you've got Enguarde, 
it's no problem—just 
poke ‘em! If you 
don’t, just take your 
time and don't get in 
a hurry. Tread water 
Stay left and when 
you make it to the 
top, the Golden 
Letter N will be nght 
there for you to grab! 


5 | CROCTOPUS 
MAZE 


Three Croctopuses (Croctopi?) are spin- 
ning around and are creating a kind of 
barrier that blocks the Clam City exit. 1f 
you're going it alone as DK or Diddy, be 
very hesitant and watch which direction 
each Croctopus travels in. You can’t real- 
ly follow them around because you run 
tight into the next one. 
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ees 


Thankfully, the snow../ 
» isn’t pelting down ‘pon our heroes 
ir entire excursion in Ice ~ 


Age It’s just alittle chilly. If you, ; 

play it, though, your feet won't’ 
"get co u can ride on the back of 

Expresso,-There are a lot of smail) 


ledges here. And they’re slippery, 
too! It’s a good idea to keep jumping 
around so you don’t slide off of a * 


Be 


ER NES GAME 


—_— 


sek: 


"ERR*S*H@n 


"a 


HOW TO HIT THE 
BLAST BARREL 


Getting up to the Blast Barrel in this area 1s easy 1f 
you fly Expresso up there and jump off of his back 
Butif you don't 
have him, bounce 
off of two Neckys 
and over into the : 
Blast Barre! Don’t - 
fall off of the ledge 
just to the left of the 
Neckys— you'll 


never make 
it back up ——— 
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SADDLE UP 
AT BIRD! 


iD eee ie map, you'll notice that you don’ 
 , Start Ice Age Alley at the beginning of the aad 
 High-tail the left when ae 

and you'll locate 
Iden rand a 
that Contains 
So. Saddle him up 
and take off! His help 
will be crifical lateron in 


DONKEY KONG 
COUNTRY 


CONTINUE TO BONUS 
BARREL AREA BL 


MANKY KONG 
ATTACK 


A cross between mangy and } 
skanky, Manky Kong hucks bar- 
rels for a living. In Ice Age Alley, 
Manky Kong has positioned him- § 
self quite well There are inclined 
surfaces to deal with before you 
' reach him The last time you see 
him, before the Exit, 1s tricky 
Not only do you have to deal with 
the barrels and the slippery sur- 
face You also have to deal witha } 
gap to jump across. 
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SPARKSTER 
ROCKETKNIGHT 


| 


A E Le 

Once again, the Legion:of Rocket Knights has called-on its thampion, : 
Sparkster, to save the world of Eginasem from tyranny: Jom this vahant 
possum as he fights minzons of wolf soldiers, hordes of flying demens, and 
their evil mechanized leaders as he struggles towards the final battle with 
Generalissimo Lioness! But it won’t be easy. Sparkster must think his way 
through nine menacing stages, with only am occasional piece of fruit and 
your help to, keep him going. So fire up that rocket pack, sharpen that. 
sword,and remember: the future of the world is-at stake. Quit playing pos; 
sum, and start playing Sparkster! 


Sparkster has a few special attacks 

A flaming somersault aces outtha fly 

ng damons, And his rocket attack 

sends tha wolf soldiers packing! ane 


‘Princess Flora has been captured by 
Generalissimo Lioness, along with the magic 
as Peace Pendant! It's up 
to Sparkster to save the 
=) young princess and 
defeat the mechano 
-bosses of Lioness’ 
army—before Planet 
Eginasem is swal- 
The dengling possum ripples along branches lowed up by their evil 


and poles by his tail in seerch.ofiife-restoring Don'the fooled byhis “ shadow? 
apples and vaivabla gems. F. size—-Loness 1s big troublet 
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ADP AW 


~~ TO THE SHIP 


The adventure begins in the forest; where the Wolf army guards the Mother 
Ship. Sparkster must get to the ship before it leaves Eginasem’s atmosphere and 
takes the princess away forever. But be sure to gather gems along the-way: 
Every 100. gems give you anextra fifet i ® 


iad you thought the wolves 
Mechana-monkey means bt 

fis acrobatic attack and zap 

sword shots Like any hungry anmate, 
gotbananas—rab them for extra ie 


boar oF 


ickets blast 
wall. Onthe 
wll Find some 


uf igs sf islet Js Ee 
(ie a eS ee ES 
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oes 
| Pd 4 
“¢ 

ee BEWLY Tie BEAST 

[ 4 THE 
Onward! Remember, this is the MOTHER Ship—it's BIG, =}. 
You're entering its fiery power center, filled with bothersome 
fire demons. Skate along the pipes with your tail, and keep an, 
eye.out for fruit and gems.along the way: ; 


shortcut! As gin this stage, don’t let the explod: 
ang grappling chan Stand next to the pipe and 
rocket sump up: At 


rocket jun 
to master this move: P ¢ id [aft along 


calthtly. and sudden: 
Above you sa 
nnan firing deed: 
lerthe red ight and 
power jump to put them both out af commis 
sion 


Be quick with yourjumps The 
gats, the faster the lasor beams 
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a ate 
Ciera th i Tir [ | tl 


XN THE Witte 00H 
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BUDDY UP 


Sparkster picks up the pace in this stage—with the help of his faithful 
companion Stampy-do. You'll fly across the fields and mountains of 
Eginasem to get to the enemy’s secret fair hidden in an ocean bay. But 
there's plenty of trouhic along the way! 


inl 


Talos oho 


ON BOARD STANPY-D0 


wolves carried by bird capters. Shoot the bird 
coptess first. This will take care of both the birds 
and their shooting wolf passengers, And 
Stampy's sttpersome speed will ti 

of sticky situations like tha collapsing bndge 
Keap him running at top speed, or fall into the 
bottomless canyon below! 


Tius walf must have aa infenonty complex! Aboard the sulted 

pincher rabot, he throws bombs wtule his mach body thrusts is 

plodding pinchars at you and 

Stampy do Jump up and shoot a 

well timed sword shock at the 

wof'shead (Don't worry Stompy ii * seal 
wall stzy under youl} Then, dov- eo eats bees At 
ble up with a fiery somersqult. < } e dng awey watts 
Aftara fow of these attacks, ths ae bad ita 
wolfwillearn thatthe tallerthey pal Se awaylintig hit 
ae, the farthar thay fall : Herod kayiotnal 
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This floating power factory Ki e special surprises Sr “r 
Wateh out for working wolves rying blow torches, sleepin: then, 
nasty red laser beams, and the octasionai tidal wave! 


START 


length of an enti 
power plant, and 

Sparkster same ¢amag: 

Duck tothe pits in the floor 
unt! the laser stops to power 
up and shoot at its lenses. But 
he careful there's three af 
them, and each is quardad by 
wolf warriors! 


der. Youll come upon 
work day and might 


to praduce power for the Wolf Army. 
Theyre too tired to pay you any attention 

\s you walk by the fi pow- 
er ump/somarsault technique to find a room 
hidden above the cating. You I find dozens 
of gems to hela give yau an extra life 


Sparkstor’s not oven half way thraugh fs adventure! Five more steges hold unheard of penis for our pos 
um hero He llunlock te secret ofthe Eginasem pyramc'sshiting passages. He'l on forces wath 
the game shifts geats as Siri ih to the aur to 
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‘ Welcome to class, tour- 
nament fighting students! 
Be sure to pay your 
tuition with quarters.” 


You can beat anyone on SF 
i...eyes Closed. You don’t even 
have to think about what moves it 
fakes for Rayden to electrocute 
his opponent. Your Rage Is much 
more than Primal and Virtua 
Fighter is so easy that It makes 
you wanna cry. You're the elite-- 
the pinnacle player at the top of 
your game. Are there any chal- 
lenges that remain? There sure is! 
it’s cailed Killer instinct. And it's 
the hottest fighting game to ever 
hit the arcades! There's actuaily 
quite a lot of fighting theory «¢« 
packed into the game. We want to JA 
help you understand it better. r 


Killer Instinct certainly ts a fighting game. But there’s so much more. We're not 
talking about the rad graphic imagery, the amazing rotation effects or the ultra- 
fast moves Granted, these elements are critical to the overall appeal of Killer 
Instinct, but what we're getting at here ss the philosophy of what makes a truly 
unigue and truly challenging fighting game Almost anyone can stand in front 
of a tournament fighting game cabinet and slug it out with regular and special 
moves, but the players who are going to prevail are the players who can con 
sistently put together workable and useable combos. Being able to score 
big and win with combination moves radically elevates the game play 
experience of tournament fighting games. The combinations that we will 
begin to explain here deal with “jumping-in,” like some other fight- 
ing games have. Jumping-n combos are not the only way to initiate 
a linked series of moves in Killer Instinct, but it’s a good point of 
reference and a good starting place to understand the philosophy 
behind the stategies of the game. This 1s all you need to know: 


“aT 4 im | TT Vv 


© 1994 Nintendo/Rar 
Game by F 
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The arrows on the diagram are there to key you in on how 
Auto-Seconds work The Ki controi panel is set up like the 
diagram illustrates. You have your directional controi plus 
three buttons each for High Attacks and Low Attacks. 


HOW AUTO-SECONDS WORK 


Auto-Seconds 1s a term we like to use to describe the second move of a combo and 
how it telates to the first. K] Auto-Seconds apply to Jump-in combination moves. 
Looking at the layout of the controls, the Auto-Second will correspond as the arrows 
mdicate Depending upon which button you press as part of your first move (it can 
be any of the six), the arrow shows you what button the second part of the combo 
should use. Now, you don’t have to follow this rule But 1f you want to get up into 
the realm of 6-to 8-hit jump-in combos, you nzed to subscribe to this theory 


When you follow the Auto-Seconds theory with other than an Auto-Second, you won't score as 
jump-in moves, you'll score bonus or “free” hits many hits, Of course, you stili have to finish up the 
with your second move. With a second move — combination! 


Heré's the Auta-Second ifsa WHAMI The next two hits ara free! After this hit, you should probably try 
standing Madium kick No buttons pressed! 8. We tl let you figure taut, 


Jago jumps in atB Orchid 
with a Fierce Punch, 


Here again, Jago jumpsinonB Orchid, According to the Auto-Seconds theory, a Without pressing any more buttons, Jago. 
butthustmehe feadswetha Quick Punch Quick Kick should be your next move Itis! will deliver a low kick ft happens very fast? 


VOLUME 66 25 


CUP JC A TUIAIA RAP Hh 


DO SOMETHING DIFFERENT 


This example sho combo finished with a Laser Punch, but since the 
move was a part of a combo, Jago pulled out his sword and racked up more 
than onc hit with the move. You can score about 

three extra hits with this move! What you should 

shoot for Is to be able to link 

up special moves within 

combos to make them do 

something different...or 

something better! 


Jago can whip his glowing sword 

out, hit his opponent with it, and 

shove it back in its sheath almost 

instantly. 1t can all happen 

extremely fast! Don’t blink or you 

may muss it. As a special move, 

swinging his sword will usually Jago’s sword strikes his opponent in the 
only net Jago one hit. What you head Just ike tt should! 
should be looking for are ways for 

Jago to score more than one 

time with it. 


Iooks asf Jago isnt gute reed to pute sword away Maybe 
there 5 ¢ way to make him swing ttagan Think about it 


MEDIUM KICK WITH AN AUTO-SECOND 


Here’s a perfect example of how easy it is to put 
together a stunning sequence of moves. Jago jumps in 
at Fulgore with a Medium Kick. A Fierce Punch fol- 
lows as the Auto-Second which tm this case, 1s a duck- 
ing move. This Auto-Second gives you an uppercut 
followed by the Laser Sword move (for free). 

If you’ve been paying attention, you could 

figure out that the moves that we illustrated 

above on this page can be “attached” to the 

end of this move to form an 8- or 10-hit com- 

bo! Taking it even farther, you could even 

come up with a 12-hit combo by sticking 
another Auto-; SECON 1n after: 


TW? VA 
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Shown below 1s Jago’s Wind Kick move 
There arc many more frames ol animation to 
the move, but these show the basics You should be 
thinking, “Exactly where m a combo can | fit this move 
in?” How about starting off an attack with it and finding a 
sounds reasonable 


Now that the Wind Kick example shown above has got you thinking about 
how to link special moves and combos toge we'll reinforce those 
thoughts with this example of Jago’s Fireball special move. At the end of the 
move, when the Fireball hits and your opponent ts bearing the brunt of the 
hit, go right ito another set of moves to . 

form a killer combination! 


The Fireball connects with ts target. full on! Keeping in mind that your opponent won t be waibng eround far too 
long at this point, you should already be in the process of setting up your next serims of m 


WRAPPING IT UP AND TAKING YOUR GAME 
TO A MUCH HIGHER LEVEL 


Now that you know the “how-to” for yump-in combos, your next 
step should be to finish the combos in a way that scores you the 
most hits for your efforts. Agam, it’s all in how you put together 

a series of moves that makes them all work together Knowing the Auto-Seconds theory, 

you're one step ahead of the 

competition and well on your 

way to becoming an unstoppable 

force in front of a Killer Jastinct 

arcade machme! 
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From oa 


Fareoff Field 


Ws got 


amazing graphics 
you’ve ever see. 
Welcome to the new 
generation of Super 
NES games—Farfhwam 
dnl 


All characters and related indicia are trader: 
of Shiny Entertarnment, 6 1994-All eights reserved 


28 NINTENDO POWER 


EARTHWORM JIM 


Wh ts TOS jim aNyhay? 


One day an unsuspecting worm was shot through the dazed worm, turning him 
crawling along when a strange object fell into a giant mutation, and Earthworm Jim 
from the sky nght on top of him It wasa was born! But following close behind the 
space suit, unlike anything Earth had ever suit Was the nasty Psy-Crow, sent by an 
seen Suddenly, a blast of space radiation unknown leader to get the suit back! 


SO SMOOTH 


The graphics on this game are so 
smooth, you'll think you’re play: 
cartoon As one fan exclaimed. 
like butter!” 


Earthworm Jim goes beyond 
most video games out today. 
Where clse will you find a super- 
hero that’s a worm?! What other 
game gives you non-stop action across 
seven totally different stages, each more 
bizarre and exciting than the last? And 
where else could you go up against a killer 
crow, a sinister snowman and join forces with a 
friendly hamster? Nowhere but m Earthworm Jim! 


Jims flexible body gives hum @ good gnp on per- 
lous chain bridges, and lets him shide through 
some tight spaces. 
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New JUNK citry 


Stage 1 takes you through some of the slimiest territory you'll ever sce 
Go where only a superhero worm Explore the unsteady ledges and piles of tired tires to find hidden treasures. But 
would dare to go—an old toilet bowl! watch out—this spooky land of garbage and gunk hides some surprises You'll 
It warps you to a grungy, but worth- have to be crafty to worm your way through it! 
while secret area 


At the cow crossing, head nght and 
up the rocks to discover a hidden 
chain. Walk across tt to the left to 
get some Power-Ups! 


SREFAR RAAF 
TREAD MAI 


When you come to this stubborn cow, A pile of tires marks this_ 
notice that she’s standing on the end _ treasure spot After dispos- 
of alog Knock down the refrigerator ing of the cow, fall off to 
to launch this cow out of your way! the left edge of the tires 


After making your way 
alang a strung aut chain 


The catapult sends this grazing bavine flying But jump to the nearby plat 
remember, cows have a history of jumping aver the form ta find Jim a hidden 
moon Theyre bound ta came dawn samewherel 1-Upt 
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Qa 


This midway boss blows a mean horn! He sends deadly tubas streaking down 
from the sky and gives you a swat with his bald ure arms if you get too close. 
Shoot the falling tubas and keep your distance 

soon he’ll be singing a different tune! 
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CRANE-AY CHUCK 


The Stage 1 Boss ts too high to reach with your gun Instead, take the indirect 
approach Shoot the boxes on the ground to the edge of the screen. They'll 
bounce up and give ol’ Chuck a taste of his own medicine! 


Before finishing off Chuck drop dawn and spring up ta two small platforms 
Youlifind ammo refils and some life pellets ta hela get you through Stage 2 
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Waal NE HECK? 


And you thought it was a little warm in the junkyard’ In this pit of despanr, 
flying demons follow you around, nipping at your heels And lurking beasts 
wait in the shadows. It‘li take all of Jims powers, your quick thinking, and 
some spectral tricks to get through this fiery fortress 


=~ 
C JUNGLE JIM! N s 


After whipping the snowman, go left and jump nght off the 
hill Whip Jim's werm-body out again and latch on to a near- 
by hook. Then, Tarzan your way across the screen up to a 
hidden area. After poking your way through a narrow open- 
ing, you'll find some much-needed ammo and a secret 1-Up! 


Master Jim's speciat swing thelps 
here ond inthe stages to come! 


After this and a few other stages, you and Jim enter a bonus 
race with that evil Psy-Crow. Flying high in space, hm 
speeds along towards the far-off space vortex leading to the 
next level. Along the way, you and 
Jun try to collect all fifty of the blue 
pods floating along the track. Don’t 
run ito any asteroids here, just keep 
moving as fast as your jet pack will 
fly you 1f Earthworm Jim can some- 
how outfly the speedy Psy-Crow and 
collect all fifty balls, you'll get an 
extra Continue to keep your game 
going If you lose, you have to battle 
Psy-Crow—on his own turf! 


Snagging all those pods 1s hard wark, and you have to be quick to beat Psy-Crow After this tough 
race, Jim celebrates space cowboy style with a Yippee krny! Butthe cetebration can only last a 
moment—thare s plenty more to go before our hera can really whoop it up! 


O77 EEE EEE ee 
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EARTHWORM JIM 


FROSTY? 


There’s something real- 
ly creepy about « snow- 
man that breathes fire 
And to make matters 
worse, gun blasts can’t 
hurt him. You've got to 
whip this guy inte 
shape’ And be quick. If 
you hurry, this snowball 
won't be much trouble. 


STEALIN’ FELINE 


The Stage 2 Boss has stolen your suit! But not to worry. Jump 
over the firebails he shoots at you. They'll hit his pedestal, and 
after a few shots, the platform will fall and so will the surt 


Spring over the flaming harrballs Then, get your 
suit back and hit him ance for each of his nme Ives 


yA 
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GEM ROLLIN’ ¥ 


When you come to a spinning green gem, jump on st and run oppo- J i: 
site the way it turns Even though you're running 1m place, these 
gems will take you where you need to go! 


Dowl te TUbeS 


Stage 3 takes you under the murky sea to a world of beefy cats, a-maze-ing 
up cats, watch out! You can’t kill — underwater passages, and a fnendly but fierce hamster that will be happy to lend 
them, and if they get you, achoke and a paw. This stage will test Jim more than any earlier stage, so pay close atten 

a smack will do heavy damage. ton, or wind up as fish bait! 
Instead, hang from the ceiling and let 
them go by. Then, onward! 


RA fale|| la mE AI 
P Na bas & qs 
Jim’s got to navigate uncharted waters m 
the Crystal Fish Bowl, and fast! He’s 
only got a short 
ume to get through 
this ocean maze 
But be careful. Too 
many bumps into 
the coral and this 
cruise ts over! 


Hidden halls lem undersee 
walls, but make the wrong 
call, and head for a fail! 


This hamster makes life a little easier 
for you and Jim It takes a special 
kind of hero to ride a giant rodent 
bareback, and Jim fits the bill. So 
hop on, and ride your steed through 
the tunnels of this underwater 
habitraul 


‘Once on the back of the hamster Jim cen rest 
easy Not only sit a smooth nde, but names 
dort stand a chance agmst this overgrown 
pet. Press A, and ane mighty chomp from his 
jaws dows the trick, aven against enemies Jie 
can’t normally defeat! 


Back to the bowl for another 

depths. But beware—thts far d 
look the same. It's easy for a we 
to get lost Let the map be your gi 


To free the hamster, swing up to 
the htdden upper level 
There, you’ll find a gate 
lever that frees your furry 
friend 


Don't 
your ¢ 
passa 


TuBE : 


Stage 4 ptts you against the cl 
You've got to be speedy, or the 
will smash Earthworm Jim into 
sure to grab plenty of fuel alon 


Dre swat of your 
worm whip will throw 
the lever to free the 
hamster and get you 
on your way 


Look for the secret passage tn 
wall Go through the wall an 
find some hidden fuel to give y 


Don't pass up the main 
fuel supply—it gives you a 
whopping 99 umis of 
Kelp-a-line = Without it, 
you're sunk! 


JIM-A-RAMA 


trip through the ocean Find some helptul extra lives hid- evil (and disgusting) Mayor Mucus! Kn 
own, things all start to den in secret passages. Look for a the walls on the way down, fraying his grimy cord u 
rm, even a superworm, harrow stretch of coral wall, and it breaks It’s not easy, though—he’s trying to do 
ude, and stay on course. shde through the tight opentng to ROUND { 
5 grab a quick 1-Up Then, head up 
to the Habitrail for another surprise. 


let the pressure gel to you! Hold 
reft steady through the coral 
geways, or you ll crack up! 


ck in a deep sea race 
ocean's heavy pressure 
Tapeworm Jim! 
g the way. 


this section of coral 
d head downward to 
ou a little extra time. 


another 1-Up! But don't 
lel the two extra lives goto waste Get 
back to safety befor: 


» PROBLem 


Me same to you! And cach round gets tougher. A slime- 
10 swimming monster starts chomping at you each time 
itt! down, and Major Mucus keeps coming back tougher 
he than before Hang in there! 


ROUND 3 


COMING U ff VOL. 67 


This game 1s so unbelievable, one issue isn’t enough to cover it! Next month, find out 
more about Earthworm Jim’s exploits in the last three levels. Mect Stage 5 nemesis, 
Prof. Monkey-for-a-Head, and learn what cagey trouble he has planned for Jim Sce 
what happens when you don't protect your Stage 6 frend Peter Puppy (It isn’t pretty!). 
And, of course, the mysterious Seventh Stage. You'll find the most outrageous and 
toughest enemies yet, and finally, discover who the mastermind of this evil army of foes 
1s—and what reward hes for you and Earthworm Jim, if you emerge victorious! 


PLAYING IN 
THE DARK 


Have you heard 
those guys who 
go onabout how 
great Genesis 
Sports games 
are? I’ve heard 
them, too, so I 
did some re- 
search, playing 
the games side- 
by-side to compare graphics, sound, 
and playability. In virtually every 
case the games looked and sounded 
dramatically better on the Super NES 
due to its two graphics processors 
and 16 bit audio processor. In some 
cases, like Tecmo Super Baseball, 
the Super NES version had a special 
feature--like the 3D fielding perspec- 
trve of TSB-- which added to the play- 
ability, And where the play was simi- 
lar, the added realism of better graph- 
icsand sound onthe Super NES added 
a lot to the experience. So the next 
time a friend gives you that old line 
about Genesis having the best sports 
games, show them the difference-- 
don’t let them play in the dark. 


ANDRETTI ROLLS 


A nising star of Indy 
car racing puts his 
name on the line in this 
racing sim. Pg. 38. 


Lou Z. Ball 


nt 


Lm 


STREET SLAMMING 
GTE takes to the street with roller- 
blades, pucks and sticks. How bru- 


tal is it? Pg 41. 


ESPN FOOTBALL 


Chris Berman and company cover 
the NFL. Pg. 42 


EVERYBODY. i“ M 
CHRIS BERMAN. 
WELCOME TO ESPN 


SUNDAY WIGHT. 
FOOTBALL 


NBA ACTION IS 
LIVE IN ‘95 


By EA Sports 

San Mateo, CA--Do you have what it 
takes to win in the NBA? Do you 
have the moves, the smarts, the speed, 
the stamina? NBA Live ‘95 from EA 
Sports demands all of that and more. 
More? Off-court 
moves are just as 
important Making 
substtutions dur- 
ing a game, setting 
offenses and defenses, assigning 
match ups, or even drafting your own 
Dream Team in the Custom Mode 
can drain your brain. It’s challeng- 
ing, but it’s also filled with cool op- 
tions including a multi-player mode 
an which up to five players (with a 
multi-player adapter) can hit the 
court, a playoff option, this year’s 
NBA scbedule, battery backed-up 
memory and so much more that it 
could take you months before you 
get it all down. Like they say, 1t’s in 
the game. 

Of course, the most important 
thing is how it plays. We can sum up 
Live ‘95's playability in a word--awe- 
some! The most impressive part 1s 
how the players move The anmma- 


“They react to the ball as a 
living player would react...” 


tion is excellent. Players have a full- 
range of cool moves from behind- 
the-back passing to slam dunks. Just 
as Important is the Artificial Intelli- 
gence (AI). The developers knew a 
thing or two about b-ball, because 
the computer players play smart. 
They react to the 
ball as a living 
player would react; 
cutting, picking, 
anticipating passes 
Very impressive Play control 1s best 
in the shooting category. You'll have 
to get used to the angle of the court 
and how you use the Control Pad at 
45° to run straight Fans of NCAA 
Basketball will notice how difficult it 
1s to execute passes with precision be- 
cause Live ’95 doesn’t have pass lanes 
indicated On the other hand, you can 
pass on the run for added realism. 
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IN THE GAME 


San Mateo, CA--NBA Live ’95 gives 
you all the moves of professional 
basketball along with some of the 
best Al ever for a sports game. Your 
computer teammates are always look- 
ing for possibilities and mismatches 
to exploit, just like real players But 
for them to be successful, you have 
to recognize when players are open 
or are making their moves, then you 
must get them the ball, and finally 


pass off or shoot at 
the mght moment. 
It’s a lot to think 
about and the action 
is non-stop. 
On offense you can 
call for an Automatic 
offense, Box, Inside, 
Sideline, Motion, 
High Post, 3 Point, 
and Isolation. You 
can also instruct 
your team to Crash 
the boards or not. 
Youaren’t limited to 
one of the eight offensive schemes, 
In fact, it’s best to adapt your offense 
to the situation. If you’re ahead and 
it’s late m the game, choose the Iso- 
lation offense. You’ll waste time and 
get a higher percentage, 
open shot. If you’re be- 
hind and time 1s short, a 
Motion offense or the 3 
Point are better choices 
to close the gap. 
Defensively, look for 
ways to put enough pres- 
sure on the opponent so 
that you get take-aways. 
For instance, if you set 
up your defense using the 
Half Trap at High pres- 
sure, the result is that your 
computer players will try 
to trap the opposing 


player with the ball. This works great 
if you keep control of one of your 
players in the center of the key, fore- 
ing the opponent to stay on the pe- 


“Set up your defense 
using the Half Trap at 
High pressure...” 


mimeter. With top defensive teams 
like the Sonics, this sort of strategy 
pays off time after time, but you also 
have to watch out for the fast break. 

Tf you’ve used all the tricks and 
still don’t come out ahead, you have 
the option esther to Save or Not Save, 
in which case you can play the game 
over and try to win again. 


DRAULIC 


y 


Petented Praumatic Lift-Assist springs will rocket you ta the 
b-ball stratosphere Not responsible for cailing damage 


LEAGUE LEADING ALL-STARS 


NBA basketball 1s a game 
demanding incredible skill. 
To win big, you need big 
time players who can sink 
the shot, grab the rebound or 
make the key play im the 
crunch EA Sports pro- 
grammed the cach player 
with his physical strengths, 
weaknesses and talents, but 
one thing is missing. How 
good 1s the human player? 
To give yourself an advan- 
tage, you can trade for the 
hottest players mn the league. 


The best distance shootars include 
the Hornets’ Johnson, Richmond 
from Sacramento end Chicago's 
Armstrong 


Who else but Dennts Rodmen could 
leadthe league inrebounds Olajuwon 
and Shaq aren't far behind 


FIELD GOAL 


as 


Shaq usually tekes the crown n Field 
Goal % with players like Thorpe, 
Mutombo, Webber, end Kemp 
closing In 
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JAMMING LIVE 


EA Sports did everything 1n their 
power to make the expenence of Live 
"95 seem like a real NBA match-up 
including the angle of the court, the 
on-screen stats that appear at random 
and the options for instant replays 
and slow motion dunking. Again, it’s 
the excellent animation that brings 
home the life like feel of this game. 
The sequences below show the ac- 
tual frame-by-frame moves captured 
by the instant replay. [¢ looks cooi, 
but the replay feature also lets you 
analyze each play and learn to do it 
better and smarter. 


Talk about raalism WhenShawnXemp sae every move Also, you can sea the 


goes up for ona of his patented numbers on avery player's jarsay Tha Jin Your Facell 


spinning, backward slam dunks, you 


realism just doesn't end 


Blocking shots is ona of 
the toughast moves in 
basketbal) becausa it 
takas precisa timing 
That's true in Live ‘95, 
too The first rule is to 
stay between the ball 
handler and the basket 


So you think tha lay up is 
the easiest shot, think 
again Unlike many vidao 
basketbail games, Live 
95 keeps teack of your 
exact position and 
shooting a step late will 
blow the shat 


MW Passing animation truly 
shines in this game You 
pass while running, unlike 
many video b-ball games 
Players cantakeapassin 
the air and continue 


Yq up to dunk--the old 


alley oop! 


Total points per game will be a duel Setting the pace at the line will be Stockton will very likely lead the The big A men like Mutombo, 
in, OF 


betweanthalikesofDawd Robinson, the Pacers Miller, Abdul-Rauf, 
Shag, and Olajuwon Kevin Smith, Armstrong, and Blaylock, Boguas and Kevin 


Hornacak 


Johnson trailing 


leaque in the Assist category with Rabsnson, 


Most shots 


O'Neal and Ewing will reject tha 


jajuwon, Mourning, 
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ANDRETTI’S CHALLENGE 


Redmond, WA--Michael Andretti 
may not have been the first champi- 
onship Indy car driver in the Andretti 
family, but his video game--Michael 
Andretti’ s Indy Car Challenge--will 
be the first Andretti video game on 
the Super NES, Last year’s run of F1 
racing games may have left a lot of 
American racing fans hungry for 
some home grown action, As a re- 
sult, Michael Andretti’s Indy Car 
Challenge, ESPN Speedworld, Nigel 
Mansell’s Indy Car Racing, Al Unser 
Jr,’s Road To the Top (also reviewed 
im this issue} and Marto Andretti 
Racing from EA Sports are all hitting 
the pavement in the near future. 
That’s a lot to choose from, but each 
of the games has a special focus and 
features. Although the Nigel Mansell 
and Mario Andretti games are still to 
come, when comparing the rest of 
the new American 
racers, Michael 
Andretti’s Indy Car 
Challenge clearly 
takes the checkered 
flag. 

Michael’s Indy 
Challenge has several outstanding 
features, but the one that gets the 
most attention is the Replay After 
your race, you have the option to 


38 NINTENDO POWER 


“After your race, you have 
the option to replay the 
entire event.” 


replay the entire event During the 
replay, you also have the option to 
change the camera view from the 
rear to the side or even out in front 
looking back Only Ubi Soft’s Street 
Racer has a simi 
lar feature The 
great thing about 
this, besides let- 
ting you relive 
your moments of 
glory, 1s that you 
can study courses in deta] and driv 
ing tendencies of opponents 
Replaying the past is only part of 
the appeal of this game The graphics 
and music are good and the game, 
boosted by a DSP chip, imparts a 
realistic sense of speed The two- 
player, split-screen option adds the 
dimension of head-to head competi 


: aes r 2 8 


tion missing from some other top 
racers like last year’s hit Nigel 
Mancell’s World Championship from. 
Gametek With 16 race tracks, 1 
eluding both oval and road course: 


ome bone 


AUT, 2) 


Championship VS and Practice 
Modes, a password and difficulty 
settings, Michael Andrett: includes 
all the basics race fans expect. 


Sticks right 
to your F-1 
windshield 

to block 

out all 
those 
snnoying 
other drivers. 


a ne deck an 


BEHIND THE WHEEL AT 240 MPH 


If you’ve played a lot of video game 
racers in the past, the first thing you'll 
notice about Michael Andretti’s Indy 
Car Challenge is that the steering 
feels great. One tap of the Control 
Pad won’tsend you spinning into the 
wall Other nice touches include the 
turn arrows that snake ahead of your 
car briefly before a curve. Unlike the 
traditional sign arrows, which you’d 
never see on a real race track, the 
Michael Andretti system appears just 
long enough to warn you, but it also 
shows the type of curve, whether it’s 
a hairpin or Es curve. The screen 
itself has been laid out to make it 
easy to keep your eyes on the road 
while also getting the information 
you need such as the status of your 
speed, fuel, and place in the field. 
You can customize your car for the 


Michael worked closely with Bul- 
let-Proof during the development 
of the game, and his input ranged 
from driving tips to fine-tuning the 
tracks. In the end, he felt that the 
game did a great job of recreating 
both the realism and technical dif- 
ficulties of the tracks, which are all 
based on actual Indy car races. We 
found that it really pays to listen to 
the champ. 


conditions on each 
track, but the default 1s 
usually the best. Push- 
ing the limits with 
higher acceleration or 
slicker tires will chal- 
lenge even the best 
drivers. 

During the Cham- 
pionship season, you'll 
find two types of 
courses, each with its 
own driving strategy. 
The oval courses like Phoenix and 
Indy are simple. If you qualify in 
first place, all you have to do is push 


‘the computer drivers 
are aggressive to the point 
of ramming you.” 


your engine to the red Ine and make 
smart pit stops. The road race courses 
are another matter. They are narrow 
and wind allover the landscape. Pass- 
ing opportunities are few and dan- 
gerous. You'll find that many of the 
computer drivers are aggressive to 
the point of ramming you. Some of 
the cars also have greater accelera- 
tion. One tip is to move to the inside 


A street circuit course with a 
few good straightaways that 
requires speed and cornering 


Pore wah 


UNITED 
‘ETATES 


lane right at the green flag to block 
the hot shots who want to take the 
early lead. Mastering the road courses 
so you qualify for a high position 1s 
almost essential to winning. In two- 
player games, you drive agaist one 
opponent although other cars show 
up to make things interesting 


Tits street circuit has lots of 
gradual curves end one wicked 
roundhs Avoid making a pit. 


Expect brutal curves and short 
straights Medium down force 
keeps you on the raad 


Iaeme OZor 


Based on the most famaus oval 
courseinthewarld, indy requires 
8 good pit 


Thenagowsrackmales passing 
very difficult, Your starting 
position is critical 


Banked and bumpy, high spoeds 
rule the day on this oval [ls one 
you shouldn t lose 
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BACK TO SCHOOL 


By Mindscape 


Novato, CA--Mindscape 1s going back 
to the classroom 1n a number of ways 
with 1s new and upcoming sports 
titles. The most obvious school con- 
nections the NCAA license for NCAA 
Football (released this month) and 
next winter’s NCAA Final Four Bas- 
ketball. But Al Unser Jr.'s Road To 
The Top also has a sense of going 
back to school because it follows Al 
Jr.'s racing career from Go-karts to 
Indy Cars. Even at the slow speeds of 
60 mph, the Go-kart circuit provides 
the most fun of the four racing games 
due to its superior graphics You see 
your driver leaning into curves and 
the cart seems to be on the road. 


Although the Tecma Bowl view moy laak dated, 
the play af NCAA Football is essy to laam and tha 
Alis goad, which adds realism ta the game 
Mindscape has aimed this game at 
younger players and the Go-kart races 
fit with that. The IROC races are ar- 
guably the worst The cars look blocky 
and swivel dramatically with each 
touch of the Control Pad for a very 
unrealistic look. As for the Indy cars, 
they are better than the IROCs 
and snowmobiles, but lack the 
realism, sense of speed and fun 
of Michael Andretti Racing or 
other top racing games In the 
end, Mindscape should have 
stuck to the one winner--the Go- 
kart races--and added more than 
the three courses available. 
Even so, the Go kart section 
might make Al Unser Jr.’s Road 
To The Top worth a test drive, 
especially for young race fans. 
if you graduate from Go- 
kart school, you might find 
yourself heading off to college, 
and NCAA Football lets you pick 
from the top schools in the country. 
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Indy Cars, Snowmobiles, ROCs ond ff 
Go-Karts each have three courses in 
Al Unser drs Road To The Tap The 
Go-Karts are the mast fun 


The inclusion of real schools, their 
logos, and playbooks based on the 
school's traditional style of play, add 
a lot to NCAA Football. Unfortu- 
nately, the simple graphics detract 
somewhat from the realism It's too 
bad, because the Al is pretty good. 
By running the mstantreplay, you 
can see blockers making their as- 
signments and defensive backs re- 
acting to the play. The game 1s 


a 


also very simple to learn and play. 
The tournament option lets you take 
your team through a fictitious na- 
tional playoff You can also have your 
friends suit up for the game if you 
have a multi-player adapter. 


Mindscape clearly wants to appeal to 


“NCAA Final Four 
Basketball was 
created using SGI 
workstations..” 


the more casual user. The side-angle 
view of the field looks like Tecmo 
Super Bowl, but NCAA scores over 
Tecmo im giving you real control of 
the defense. Hardcore football fans 
will probably want to hang tough for 
Madden NFL '95, but college fans 
and casual players should have some 
fun gomg back to college. 

The brightest prospect m college 
sports, however, has yet to graduate. 
NCAA Final Four 
Basketball was cre- 
ated using SGI 
workstations and 
Ahas software--the 
same combmation 
of basic tools that 
Rare used to create 
Donkey Kong Country. The early re- 
sults have looked good, but much of 
the AI had yet to be programmed 
when we took it for aspin. Still, one of 
the exciting possibilities of a fully 
rendered sports game 1s that you won’t 
be limited to two-dimensional moves. 
Players can face any direction and 
even backpedal. That sort of freedom 
of movement could make 
NCAA Final Four very 1m- 
pressive and hfe like 


BRO TERM 
os? 


HOME TERM 
oss 


PLAYER EI 


NCAA Final Four Basketball 1s due to be released this winter, prabablyin March The free throw arrow 
moves slower for high-percentage shooters, making it easier to sink shots 


eg ee ee ee ee ee ee ee ee ee i ete ee er 


By GTE Interactive 


Carlsbad, CA--GTE will receive full 
points for being the first major cor- 
poration to recognize street hockey 
as a legitimate sport in Street Hockey 
‘95, but the question may be that by 
legitimizing it, does it destroy the 
very essence of the street 
game? The essence of 
street hockey is speed and 
spectacular skating 
moves. The settings are 
as varied as the players 
and there's no standard- 
ization GTE reflects that 


in their video game with multiple set- 
tings and a variety of skaters, The 
music and graphics also add to the 
frenetic feel, but that's about the limit 
to the realism in Street Hockey 795. 

The most important 
part of the game, however, 
is the play control, and in 
that aspect 
Street Hockey 
loses much of 
its sense of re- 
ality. GTE 
hoped to give the charac- 
ters arealistic feel by in- 
cluding a momentum fac- 


tor. It takes time to build up speed 
and lose speed or turn. But given the 
dimensions of a TV screen, that slow- 
ness means you have to make amajor 
tradeoff. Either the view remains on 


your player, in which case you won't 
be able tosee the puck at times, or the 
view follows the puck, in which case 
you won't be able to see your player 

at times. GTE opted 


for the second 


“you won't be able chorce, and the awk- 
to see your player at 
times.” 


wardness of control- 
ling a player that 1s 
off the screen 1s like 
driving m thick fog- 
-you have no idea 
where you are and destruction seems 
imminent. 

Ifyou getinto playing this game, 


you'll find that it has a multi-player 
option for up to four players, tourna- 
ment and practice modes, street talk 
option, intensity and five game options 
including Fat Point, Rush, Whack, 
Crammut and Hot Puck Don’t worry, 
rules are included on-screen for those 
who don’tknow what the games about. 
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ESPN SUNDAY NIGHT 


By Sony 


New York, NY--Chris Berman 1n- 
troduces the match up in ESPN Sun- 
day Night NFL, but that’s really the 
extent of ESPN involvement in the 
game. A bigger influence seems to 
be EA Sport’s Madden series The 
behind-the- offense view 1s similar to 
Madden games, although Sony has 
produced a true Mode 7 scaling ef- 
fect and a camera that starts wide, 
showing all the players, then zooms 
in slightly as the play focuses on a 
runner or receiver. The view works 
fairly well, but the wide starting angle 
reduces defensive backs to the size 
of ants, Offensive control is not 
nearly as intuitive as Madden NFL 
°95, although defensive control 1s 
comparable. Instead of having pass- 
ing windows to choose receivers, you 
must select them by moving an ar- 
row, which takes more time and sets 
you up to take more sacks. Once the 


&5rn SportsCenter 


|WELCOME TO ESPH 
SUNDAY MIGHT 
FOOTBALL 


HELLO. 
EVELYBODY. I'M 
CHRIS BERMAN. 


ball is in the air and you have control 
of the receiver, the perspective makes 
it difficult to tell where the ball should 
be caught. ESPN doesn’t have in- 


“Set teams to reflect 
their real levels of skill or 
make them even...” 


stant replays, all-time best teams, 
substitutions or a multi-player op- 
tion like Madden NFL 95, You can 
play exhibition games against one 
other player, select playoffs, save 
seasons with the battery backed-up 
memory or set teams to reflect their 


real levels of skill or make them 
even, which ts an excellent feature 
for the two-player game. The quality 
is definitely improving, but Sony 
hasn’t yet reached the level where 
sophistication and fun go hand-in- 
hand as in the Madden NFL games 


— eee ae 
Wid At YER ah) seh 


By EA Sports 


San Mateo, CA--Madden football 
returns to the Super NES this sea- 
son with one of the best upgrades 
ever. Madden NFL ‘95 features an 
improved field perspec- 
tive, battery backed-up 
memory, 48-player ros- 
ters (for the first time in 
Madden history!) inyu- 
ries, team and player 
stats, new defensive 
playbooks, multi-player 
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Demme ace mee ee aaa. 


MADDEN'S 


support for up to five players with 
the use of a multi-player adapter, 
offensive playbooks based on the 
actual NFL teams, new rules like the 
2-point conversion, and even your 
choice of end zone shuffles, It’s so 
big, so complete, so good, that you 
might wonderif EA has 
put themselves out of 
business for future 
Madden titles. Sports 
Scene will take alonger 
look with strategies in 
a later issue. For now, 
fans should be aware 


Ff mG Be 
> FAW sg 


that BA Sports hopes to have the 
game in the stores this November, 
and it’s the best Madden ever-- 


nothing else is in the same cla: 
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JAMMIN’ IN THE STREETS 


By GTE Interactive 


Carlsbad, CA--GTE had orginally 
developed Jammuit! for Virgin 
Games, but when they became an 
official licensee for Nintendo last 
summer, they decided to hold on to 
the game and publish it themselves. 


“The one-on-one basket- 
ball tournament com- 
bines trash talking and 

pick-up games...” 


If you’ve been waiting for this one, 
that’s why it was delayed So what 
have you been missing? One of the 
more unique sports games, that’s 
for sure The one-on-one basket- 
ball tournament combines trash 


2 Wet 
porst 


By American Softworks 


Stamford, CT--One of the few mass 
participation sports that has been ne- 
glected by 
video game 
makers 1s cy- 
cling, but not 
any more, 
Cannondale 
Cup from Amencan Softworks puts 
you on two wheels with people power 


“Cannondale can be played 
with regular controllers and 
you don’t have to sweat.” 


talking and pick-up 

games, and to make 

things interesting, 

there’s a money bonus 

for the winner Most 

games have basic 

variations m penalties 

orotherrules, butsome 

include moving or sta- 

tionary shooting points 

from which you must 

score. There are differ- 

ent characters with 

which you can play and 

each has his or herown style and skills. 
There’s also a two-player option so 
you can butt-heads with a buddy. In 
the two-player version, you can choose 
any of the vanations ol one-on-one 
play, but in the tour- 

nament mode you 

must progress 

through all the dif- 

ferent games and 

you have no oppor- 

tunity to practice. 

That’s part of the 
challenge--you have 

to learn as you go, The variety of 
Jammiut! makes it wortha look, but the 
play control may turn you off It feels 


for the engine. In fact the 
games the SuperNES ver- 
sion of the Lifefitness 
LifeCycle software. 
Cannondale 
can be played 
with regular 
controllers and 
you don’t have 
to sweat. In 
fact, withas little challenge 
as you'll find here, you 
would be hard pressed to break a 
sweat. After choosing from eight far- 
out mders and eight types of bikes 
you'll find yourself pedaling furi- 
ously over rough, 3-D courses with 
jumps, obstacles and ticked-off pe- 
destnians. Actually, you must defend 
yourself from the other nders, as 
well, and there’s a punching option 
that turns the Cup into a brawl--the 


loose, as 1f you’ re not really in total 
control. The graphics are interest- 
ing, too, and the sound combines 
trash talking (as much or little as 
you want) and music--a sort of en- 
ergetic funk background 


Tour De Grunge, Without a two- 
player option, Cannondale Cup of- 
fers very little variety or challenge. 
One race is pretty much the same as 
the next, and it takes extraordinary 
meptttudc to come m second or worse 
Atleast with the expensive LifeCycle 
you get a workout while playing the 
game, Of course, you have to ask 
yourself if it’s worth $600. 
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act ii i ha a ec a a ait os fo de. Si i se eet bs, hn lh te ie Kee, ee A ee 


in last month’s issue, we 
set the scene that is the 
backdrop for Final 
Fantasy If, and we intro- 
duced you to its charac- 
ters. This month, our 
coverage of Square Soft’s 
eagerly-anticipated RPG 
continues with an in-depth 
look at the first series of 
events in the game. The 
tale begins in what is 
known as the World of 
Balance, where the Empire 


Np A} rp Ly Ni: 7 
| rave AL t [\I | 


Although magic had been safely 


is using a combination . 
A locked away for generations, 
ey eee i imperial forces have stumbled 
r upon descendants of the 


legendary magicians,and they've 
3 Jound a way to use them to 
4 their advantage. 


TERRA 4 ricHtinG MACHINE 


Driven by greed and hunger- 
ing for power, the Empire has 
brainwashed Terra and, by 
harnessing her magical 
powers, has turned 
her into a formidable 
fighting machine. 


FREEDOM escusp ay rerurners 


Se aeeecatnyaeeaiecaaeaeaeaaediaees aed 
When Terra comes face-to-face with an Esper, it begins to 
glow eerily. She falls into a strange trance, then everything 
fades to black She regains consciousness in a house 

ep in Narshe, where she begins to recover her memory. 


Kefka s troops attack, 
end Terra fices through 
acave Three groups 
of Moogles, and 

a treasure hunter, 
step in to de- 
fend her 


The treasure hunter, Locke, 
takes her to the throne room 
to meet King Edgar, an 
amazing engineer and a 
hopeless flirt. 


Explore the castle 
and buy Tools and 
healmg potions in 


© 1994 Square Co, Lid the shops. 
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SCALE THE PEAK 


When Kefka attacks Figare Castle, Edgar, Locke and 
Terra escape on Chocobos. Kefka sends soldiers in pur- 
suit, but Terra’s magic will prevail Head for Mt Kolts, in 
the east, and climb through tunnels to the top 


Asyou climb, youllisee a shadowy figure head It leads you 
10 Vargas, Duncans son, and to Sabin, Edgar s brother 
Vargas challenges, and Sabin steps mto respond 


HIDEOUT rerener neanovarrers 


Sabin joins the party and goes with you to the Returners’ 
Cave, where the resistance leader, Banon, asks Terra to 
use her magic to fight against the Empire. She's confused 
and needs time to make up her mind. 


The Retumers base isin a cave near 
Mt Kolts You Il mee! Banton, ihe group's 
leader, there 


If Tarra agrees to join, Banan gives 
her a Gauntlet. if she refuses, a soldier 
4 gives her a Geny Glove 


LETE RIVER RAFT THE RIVER 


While Locke heads for South Figaro, Edgar, Sabin, Terra 
and Banon slip out a secret exit that takes them to the Lete 
River. Once they hop onto the raft and head downstream, 
you must protect Banon at all costs. 


Keep using Banon s Health skillta 
restore your party s energy 


‘Whan tha raft enters the first cave, 
you ll find a Save Point. 


VLTROS 


EIGHT TENTACLES OF TERROR | 


Ultros 1s an ink-flinging menace who has a terrifying tentacle attack 
Have Banon cast Health every time his turn comes up, and 
attack with the others until you sink him for good 


When Uliros 
finally disap- 
pears, Sabin 


a7 


Za 
SAVE POINT 


7 7a 


ULTROS 


y gl 
BRANCHES 


CHOOSE YOUR SCENARIO 


At this point mm the game, the story branches, and you'll 
have to choose one of three scenarios to follow. It doesn’t 
matter Which you choose first; you’ll eventually, come, 
back and follow all three, onc at a-time. 


bat wtrat about SHUIN, who | 


A Moogle will appear and let you 
was suratlowed by the 


choose one of the thras scenanos 
Save your game before you make your # 
choice, then continue 


Sabin is swept downriver after 
diving 1n to pursue Uliros, Will 
you follow him to the Phantom 
Forest and beyond? 


Locke returned to South Figaf® to 
defend st agamst Imperial trog's In 
his scenarto, he'll also rescuel eles. 


RRA 


Terra’s scenarto; takes h® back to 
Narsbe with Edgar and Ba*on 
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When Locke retums to South Figaro, 
Imperial troops are already there 
In order to walk the streets 
without being recognized 
as a Returner, he 
must Steal a 
uniform from a 
soldier 


but they’ d: 


In battle, Locke can Steal a uniform from 
44} )|  asoldier end use itfor e disquise 


ti Looke fights a Merchan!, such as the ane i the 
tem Shop he can Steal his clothes Weanng the 
morchant’s clothes he cen take Cider 10 the old 
man end learn sbout a secrel passage 


CELES 


UNCOMMON TRAITOR 


Use the “Courage” password to find the secret passage 
that leads to the rich man’s house, Walk behind 

the bookcase in the drafty room upstairs,to find y 
a hallway with three doors In the first room, 

Celes 1s bemg tortured by two Imperial soldiers, 
Locke recognizes her 


LOCKE: I've seen her before. 
OF courset She's ano of the 
Empire’s genorat 


> (Remove ter cheins7y 
(ait © faw minutes.) 


Celes was a Generalin the Empire's army but, disgusted with the atract 
ties she witnessed she defected Now she's the Empire s prisoner 


scolved “Hyper Wrist™ 


‘Walk inta the wall across from Celes room lo find. a hidden room. The 
Treasure Chest ihere holds e powerful Relic, the Hyper Wrist. 
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TERRA’S SCENARI 


With Edgar and Banon, Terra returns to 

® Narshe, but they are denied entrance to 

the town, which 1s now held by the Empire. 

Instead of trying the main gate, walk to the 

left and use the 

secret passage m 

the rocks that 

Locke and Terra 
§ used earlier. 


Stand by the rocks where Terre 
and Locke exited earlier Press 8 
to open the pessage 


When you enter the 

secret passege serch 

f the tunnels and look for 
ihe fabled Moogle 
Cave 


MEET MOG pice a patn 


A light will show you the ght path to follow Watch care- 
fully. If you don’t follow the trail exactly, you'll be booted 
back to the beginning to try again 


dances, and they like 19 leer even 
more by Iraveling 10 other regions 
Remember where they live and return 
later in the game 


Watch the light as t traces the path to 
the Moogle Cave, then follow ts itl 

through the rocks 1a find a jerge group 
of Moogles The Moogles know lots of 


T¥o 


r N’S SC) EN iA 


a 


Sabin’s scenario 1s s the most complicated of the three. 
First, return to Sabin’s Cabin to find Shadow, who will 
pair up with Sabin to meet the considerable challenges to 
come. He’s a powerful ally, so have him join your party 
whenever possible. 


—_ 


Taka Sebin back to his cabin When you meat Shadow thara, he 
wilt join you for tha first time 


EN CAMPMENT AREHY WALLS 


———— 
Search The tents and listen General Leo is summoned by 
Gestahl, When he leaves, Kefka takes over and orders his 
troops to poison the water at Doma Castle, 


A knight, Cyan, 
errivas to avenga 
the deaths af inno 
cent people at Dame 
Castle Ifyou help 
fie Ihja1n your team 


PHANTOM FOREST 


HEALING SPRING 


Enter the Phantom Forest and walk up through the trees to 
find a magic Spring that will heal your party Walk down 
after passing the Spring to find the Phantom Tram 


Drink from tha Spring inthe Phantom Forest to refresh your team members Walk 
up through the trees to find the magic water 


The Phantom Forest 
is a trap af sarts You 
can tleave once you 
reach the Phantom 
Train 


for” “the other 
place that Sabin 
doesn’t want to vist. 
Stop the train befare 
arrives there 


| FANTASY IIL I 


Before furaing left and head- 
ing for the Engine, where the 
brakes are, turn right and go 
to the Caboose to find a Save 
Point 


a 
Although i it’s random, sometimes 
# one of the Ghosts will join you and 
help you fight 


Climb the ladder and walk over 
the reoftop to reach the front of 
the train, 


HIT THE BRAKES 


In the Engine, you’ll see switches 
on the wall that oF te the train’s 


brakes. You wee 

wid ‘itt, 
have to fhp ¥, ed third pressure valves, snd 
the nght ones. Ma operate the switch outsic: 


hear the smoke stack. 


Flip the Left Switch end the 
Right Switch ta stop tha 
train on'ttouch the 
switch inthe center 


Goss o’ cHosts GHOST TRAIN 


Now exit the Engine control room and 
walk to the front of the car and flip the 
switch there to stop the train 
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BAREN FALLS TAKE THE PLUNGE 


After you defeat the Phantom Train, go to Baren Falls and 
jump in. You'll be carned to the Veldt region. 


Jumping into Baren Falls looks 
dangerous, but t's the only way 
to get out of the forest. 


THE VELDT sam or me wnp naw 


After you fight on the Veldt, a wild and hungry man-boy 
will sometimes appear then run off. Go to Mobliz and buy 
Dried Meat. When you feed him, he*ll join you. 


ENDER WATER 


Even though Gau is skeptical, you can swim using the 
Diving Mask Jump into the Serpent’s Trench and get 
ready for a wild mde Take any of the routes shown 


SERPENT TRENC 


‘The point where you 
can jump into the 
Serpent Trench is just 
outsida Gau s Cava 


Go to the Item Shop in Mobliz and buy 
Dred Meat Sloop for freein the beck 
room of the Relic Shop 


Peaple in Mobliz will tall you about the 
wild boy on the Veidt. His father aban 
doned him at birth 


~——_ _.- 
MARAIS The ext tima 


shows up, give 
him Oued Meat. 
He is a valuable 
party member 


Gau says that he’s hiding a 
shiny treasure im a cave tn 
Crescent Mountain, It’s a 
Diving Helmet! 


‘With Geu’s Diving Helmet, you cen 
swim underwater. New you can 
investigate the Serpent s Trench that 
aman In Mobliz tentoned 


~ rudd Wier POWER 


re 


You can tako any of the routes shaw above, but you 
can follow the mast direct route by turning loft at 
the first two forks n the nver 


NIKEAH © seaswe rown 


Nikeah 1s a sleepy village Upgrade your armor and buy all 
of the supplies that you can afford, then go to the dock and 
talk to the captain, When you set sail, you'll end up with 
the others in Narshe. 


Va met that odd it, Sites reer 
the Lete hiver? His wife bor: 
im a son 13 yeers #90. 


p 
ie & 


uy all of the armor and supplies that you can thentalk to everyone in town 
bofore heading for the ship docked in the harbor 


| Sowthr Figaro—hound ferry. 
> Stilt need to shop.? 
Hop aboer 2 


You cant leavethe area on —— 
foot. When you approach the Sa 
captain, he i tell you that the = 
ship is bound for South Figaro 
You'lt actually and up in 
Narshe 


SF 
7 


KEFKA 


KEFKA’S ARMY INVADES NARSHE 


The entire group assembles once more at tite old 
Returner’s house in Narshe While they're trying to con- 
vince the city elder that they must rise up and resist the 
Emptre,.Kefka's troops attack the town Now you have no 
ep UM UO cCOER: We restig have no choice 
ISU CMUtts Cet's make ready for war! 
lives. Before the fight- 
ing begins, assemble 
three teams and equip 
them with weapons, 
armor, relics and mag- 
ic, then go take them 


on, 


Protect Banon Post your 
parties where they will 
prevent Katka s soldiers 
from reaching him 


Kefka sends man after 
‘man out to do hattie 

while he himself warts 
safely behind the lines 


You won't be able to 
defeat Kefka tke the 
coward that he is ha |) 
tum tail and run 


NARS HE SEARCH FOR TREASURE 


Before departing from town, search the building for hid- 
den treasure. In one of the buildings, you'll fmd several 
Treasure Chesis that hold a bounty of booty 


There are lots of Treasure Chests in a single room All of the chests except for one 
will opan easily Thet last chest is ¢ mystery 


FIND FIGARO 


4 RETURN TO THE CASTLE 


If you return to Figaro Castle with both Edgar and Sabin in 
your party, you'll learn about their mysterious past After 
exploring the castle and resting in the beds upstairs, talk to 
the engine operator in the room downstairs. He'll offer to 
take the castle to Kohlingen 


TEQCHROSABIN, Tet's settle ¢ 
r 


tors 01 


if you put Edgar and Sabin in your party, you I see the story of their past played 
out The haunting scenes explain why Sabin left his home 


TT 


iil 


‘ANTASY 


L Fi 


Put Edgar al the head of your party before shopping in the Castle The shopkeep 
ers refuse to charge their king full pnca, so you'll get a nice discount. 


KOHLINGEN SHADOW SIGNS UP 


If you have room in your traveling party when you go to 
Kohlingen, Shadow will join you, Getting him to enlist 
will cost you, though, so take lots of cash 


Take only thrae people with you to 
Kohlingen so Shadovi.cen join you 


JIDOOR 


Ifyou don t have 3000 GP, Shadow will 
ie you the big brush off 


HEAD NORTH 


Jidoor isa small town-to the north of Kohlingen-f's 
known for its Auction House and for the collection of. fine 
art owned by its wealthiest resident, Owzer 


. Stock up on supplies in’Jidoar, Buy 
newer Detter weapors.and.aryor and 
‘ily lots of pgtions, 


Whan you talk to the townspenple; 
youll hear about a famays Opera, 
singer named Maria 


eure the 
things wt thts Mariat Huh’ 
you con sper . a 
the knows! 


Ais Owzer’s house to admire hus aft 
‘pollaction, and get same Mtsresting 
fnformation by taktiag to him 


Pe Z 


Thare are valuable tems on the block 
inthe Auction House but you Ii have 
to come back when it's open 
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Z0Z0 


CITY OF LIARS 


DADALUMA NEAR THE TOP 


As the people of Jidoor warned you, Zozo 1s full of ars. 
There ts one person who telis the truth, and he says only 
that the town is dangerous. And he’s right! You'll be 


attacked at every turn as you explore. 


You can t trust most of the people in 
Zozo They wont sven give the correct 
‘time of day 


Different people wil tell you what 
time itis: all right, but you cant 
believe them 


THE TOWER A DANGEROUS CLIMB 


There are enemies at every turn as you climb the Tower 
Attempt it only when you're well-supplied. 


fee 
"alin! 
ee 

reer r is 


dump from stairwell to stairwell es you wark your 
wayto the top of the Tower of Zozo 


Dpstructions on stairwells keep you 
from clintang straight to the top of the 
Tower You must jump bock and forth 
between buildings: 


The other men jumping back and forth 
between the butidings will give you 
‘some clues about setting 6 clock 
you'll find lster 
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On the second floor from the top of the building, you’ll 
meet Dadaluma, a wicked being with a stockpile of Potion 
He keeps repairing the damage you inflict, so it will be a 
long battle Protect yourself, 


Use prote ctve Relics and Armor 
when you fight Dadalume The fight 
wilt be long and fierce 


Dadaluma has lots of Potion in reserve, 
and he uses it frequently to heal himself 
during battle 


RAMVEH ABOUT MAGICITE 


Cee eee eee 
At the top are Terra and Ramuh, an Esper. Ramuh tells of 
the War of the Magi and asks you to free the Espers 
trapped in the Empire's Magitek Research Center so they 
can help Terra. The Empire 1s draming their magic—and 
lives. Ramuh then turns himself into Magicite 


Ramuh tells about the 
sealed door that seps- 
retes the realm of the 
Espers from humans 
‘who would try to stesl 
and misuse their magic 


MUS: She" ‘you khow 


Set the clock in the Cafe at 6:10:50 to make the wall open. 
Open the chest with the Cham Saw 


Set the clock m the Cafe to the correct 
time to make the wall open 


Open the Treasure Chest in the next 
room to get the Chan Saw 


FINAL FANTASY III 


A SAD TALE 


When you talk to the Impresario, 
you'll learn that Setzer 1s after Maria, You want to meet him and 
use his Airship, so Celes agrees to stand in for Maria in tonight’s 
opera She must memorize the script and fill in the nght lines to 
successfully fool Setzer. 


20h Maria - . After the first song, Celas takes e bou yes cmustines | nour 
On Maria agate quet of flowers from Draco and climbs My Wife gous ome 
ficase, hear my ooicer to the upper balcony SN ata laa chs 


ARCO: Come, Mocixt youe 
Bou Pinna to hewth ars of the castle Fotiow my te. 


Celes must reed the script 


and memonze the lines to the i ‘ * 
i fo for awoy foun 

song that is the oper 5 open A” ee 

ing number 


To complete the scone, Celas throws the 
flowers off the balcony n the moonlight. 


INTERMISSION avunpranven areax 


Suddenly, Ultros appears in the rafters above the stage, 
threatening to drop a deadly weight on Celes. You'll have 
five minutes to climb up and stop him, 


Equip Sprint Shoes and run tothe nght side of the stage Flip 


the weil switch on the rightto opan the left stags door 


After chmbing onto the rafters, evoid as many fights es you can by 
using Smoke Bombs Work your way to the right and up ta Ultros 


VLTROS me rerurn 


Once again, you meet the 
tentacled terror, and he’s 
a causing trouble, as usual. 
Use a combination of mag- 
ic spells and muscle power 
to defeat him this time. 


Setzer shows up for a curtain call, 
and he whisks you away 1n his 
Aaship. At first upset at the ruse, 
he 1s soon intrigued by your story. 
An adventurer at heart, he decides 


to help you out. - 
IMPRESARIO: SETZER! 4 

SETZER: [P's a man of my word, Kr] UME 66 51 

music mant = ¢ 


A?) SETZER’S SHIP 


AIRBORNE ADVENTURE 


Your first flight 1s an awe- 
“some experience, as you float 
through the darkened sky 
toward Vector and beyond to 
Albrook. 


When you talk to people in 
Albrook, you'll 
hear that some- 
thing ts being 
“ult to the east 


Weetor, capital of the Empire, 1s 
at the center of this continent 


Albrook 1s @ smell vil- 
lage on the southern 
continent 


VECTOR MOUNTAIN VILLAGE 


Talk to the villagers in Vector One man you'll talk to 
sympathizes with the Returners, and he'll help you find a 
way to gettuthe@Magitek Factory. 


MANUF ghn 
Genna tose ital. 
SOLDIEM: Hey. 


One of the villagers is ¢ Returner sym 


The man distracts the guards so you 
pathizer wha will help you 


can sneak past the factory 


THE FACTORY na GITEK MACHINERY 


Inside the Magitek Factory 1s a maze of prpes and convey. 
or belts. Search everywhere to find tresures and openings 
that lead to new sections, 


There are many valuable treasures inside the factory Make your way 
climbing through the pipes end reding the conveyors 
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ESPERS 


FRIEND OR FOE? 


Ride the conveyor belts to find the Espers Ifrit and Shiva. 
When you first meet them, they instinctively fight, but 
they soon cease fighting and turn themselves into Magicite 
for you to use against Kefka 


Hfrrt and Shiva startto fight, bul when they realize thal you re fighting against 
Kefka, they lurn themselves to Magierte Ifrl has the powers of fire, while Shive 
gives you the power to freeze 


024 


Your first major challenge mside the factory 1s beating 
Machine #024. Its weaknesses are constantly changing, so 
magic isn’t very effective agamst it. Use weapons and the 
strongest attacks you have. 


MEAN MACHINE 


The mean machine known as #024 changes conslanily so its hard to sel 
spells that will cause major demage Use streighl-forwerd attacks, and teeny 
anoray up ta survive its onslaught 


i 
7 ENCid is the brains behind the 
JP Factory. He was the one 
és who figured out how B 


RUNAWAY TRAIN 7f%A22 


After Celes proves her loyalty by defeating Kefka and hrs 
guard, Cid escapes with you using an underground rail 
way You'll stop only to fight a Mag awicy 


When you escape from the Megitek The underground railway 1s rapid trans 
Faclory, Cid gows with you He's hed his portatan, bul you'll have to stop to bal- 
fill of Kefka Be @ Mag Rosder 


#1 13 MANIAC MACHINE 


#128 is a- machine gone mad; with razor sharp blades on 
the nght and left You’ll have to dismantle the machine, 
piece by piece, until it’s a smolderig pile of rubble, mca 
pable of further destruction > 


When you destroy mean machine #128 
Setzer will sweep in with his Airship 1a pluck 
‘you out of danger Kefke s nat dans yst 
though He has a couple more mechanical 
tricks up his sleeve in the form of twa giant 
cranes Ihal pursue the ship 


CRANES ASY I 


DOUBLE DANGER) 


Just when you think 
you're safe, Kefka’s 
twin Cranes raise 
their ugly heads on Z 
the sides of the 4S 
Aurship f 


FINAL FANT! 


Use Setzer’s Slot 1alent to battle Kefka s Cranes 
His gambles will aften pay off 


| 


When you return to Zozo, 
Terra’s memory returns pled 
now knows that she 1s half. 
human, half Esper, and " 
that she was rat 
the Esper world 


aia can eRT pTLA HORM 
and Esper sides For now, she 
becomes human 


During battle, Terra can morph into 
her Esper form and use more power- 
ful magic 


Terra was pulled from the Esper world when the gale sealed 


MOG 


Learn to fly 
the Airship on 
your way back 
to Narshe 
When you 
arrive, go to the caves mas 
rescue Mog. When you do, 
the dancing Moogle walt 
Join you. 


MOOGLE POWER 
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A SEALED 
GATE 


A new plan 1s set in Narshe The Returners need the 
Espers’ help, but only Terra can reach them. They must 
open the Sealed Gate to plead their case. To reach the gate, 
they must shp through an Empire base. 


+ Inthe cave on the way to the Sealed Grte, there is@ cavern filled with 
moving bndges Watch the pattern to see where to stand 


qulnthe next cavern, pull the switches to make doors open and Gregiures. « 
anditemseppeer Search thoroughly before maving o0 


There’ 
rend. 


miethiing“unier @ 


When you'raach ‘eated Gate, Terra approachasytto plegiath the 
Espers inside Suddenly Kefke and his mem appeer 


Terre continues to call to 
the Espers inside the gate 
while you fight against 
Kefka and his troops 


Finally, the Sealed Gate nchos apart ond 
dragons and other beasts spill out Before 
meny escape the earth rumblas and bout- 
ders tumble down to cover the gate 


VECTOR 


AFTER THE ESPERS 


Vector is in flames 
when you return 
The Espers had come 
to rescue their friends. 
When they learned what 
had happened to them, 
they attacked. 
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NO TIME 


HE BANQVET 70 DINE 


The Emperor has lost his will to fight, but he gives you 
four minuies to talk to as many people as you can Move 
quickly around the compound, searching for people. The 
number of people that you find 1s important 


Donttalk to Ketkal He tl 
ramble on for slmost 30 
seconds Chat with him 
dunng dinner 


Four of the soldiers would Don't waste time search 


rather fight than talk, and Ing for items while the 
fighting eats up valuable ——_eloek is runing Look for 


CHAT WITH KEFKA 


After your four mmutes are up, the Emperor will invite 
you to dine. During dinner, you'll have a question and 
answer session Be careful—the questions and answers are 
all worth a certain number of points 


GESTAHLS Ince gn 
AE of us her together, straring 
First we must have 


QUESTIONS 
AND ANSWERS 


24 poople to talk to in 
The number that you 
find determines how many of 
your wishes tha Emperor will 
grant, 


FREE SOUTH 


ay + turner’ 
FREE DOMA ror berwetaw 
CASTLE ~ 


FREE THE FACTO- 
RY AT VECTOR 


GET A MAGIC , 
°RING 


GET A MAGIC 
BRACELET 


wee Heitre sw fait 
Paréon fim. 
Ene ate him. 


aida EET TET a Gaur behavior at te bsrquet 
Gre were abierte talk Ve heehee 
many sel jters, you are t 
be rewarde: 


(\ It you find and talk to all of the people 
the Emperor might grant all of your 
wishes 


What the Emperor grants depends on 
‘how many people You found end which) 
questions you esked. 


THAMA 


Travel next to Thamasa, on the 
Crescent Island The people there 
have magical powers passed down 
over the centuries 


SA MAGIC VILLAGE 


rn 
J 


Even the children seem to have magic powers, though their 
elders tall them not ta use them 


Here you ll meet Strego end Relm Relm is Straca s grand- 
daughter, end she’s a talented ertist who loves to paint. 
Evan ber peintings heve a magicel netura 


a FIRE! 


RESCUE RELM 


That mght, as you sleep in the Inn, 
Strago rushes in screaming The 
house is afire, and Relm 1s 
trapped inside. Rescue her 
before the place burns up. 


Just when the situations 
jooks hopeless, Shadow 
drops in to help He uses a 
‘Smoke Bomb to get eve ry- 
one autelive Straga of 
course, 1s very grateful 


Interceptor tokes en unexpected 
Inking to Relm, which puzzles 
Shadow Stragotells of a neerby 
cave with three golden stetues 
and offers to take you there 
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TERRA: “The” Stutuec?! 


The three golden statues are ectu- 
ally three goddesses who are the 
sourca of all megic 


THE FLOATING ISLAND 


AN ISLAND TAKES FLIGHT 


Back in Thamasa, Kefka appears and peggy 
thanks you for leading him to the three Mig 
statues. When General Leo finds that 
Kefka had tricked them all, he attacks the 
mad tyrant Kefka kills the brave general, 
and your party flees for the ship. As they 
sail safely away, they look down to sce the 
island break away and magically take to the 
air, They must land on the island to keep 
Kefka from moving the 
statues out of balance. 


Ifthe three golden smeges ara 
moved, the World of Balance 
wall ba thrown into 
frightening chaos 


BALANCE...OR i on 
a7]! onrde 


Can the Re. cua neds kee ” / 


* Np Ae action on 
ethic doating | 
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Stunt Race 


i From Agent #489 


Intermission Tricks 


While this trick won't make playing Stunt Race FX any 
easier, you can use it to relax a little when you take a 
break. Anytime during a race you can pause the game by 
pressing the Start Button. While the game 1s paused, an 
animated car will drive across a black and white back- 
ground. You can change the speed of the car by playing 
with the buttons on Controller I Pressing L or R will 
slow the car down, pressing Y will speed the car up, and 
pressing Select will cause 1t to drive in reverse! 


Anytime dunng tha race press the 
Start Button to pause tha game 


‘While the game ts paused you can use 
Controller Eto play with the demo car 


Sound Test 


Have you ever wondered how many different sounds 
developers use when they make a Super NES game? 
Well, all games are not created equal, but here ts your 
chance to sample the makings behind Tecmo Super 
Bowl When the Title Screen appears, press both the L 
and R Buttons at the same time on Controller L When 
you release the buttons, a Sound Test will appear at the 
bottom of the screen. Scroll through the different sounds 
with Controller ¥, then play the sounds by pressing the A 
Button. 
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You can chousa from the differant 
sound effects aad background music 
sn the gama with Controller L 


‘When the Title Screen appears, press 
the Land A Buttons to accass the 
Sound Test 


i From Agent #996 
Stage Warp 


You can take your choice of any of the missions in Star 
Trek: The Next Generation when you input this simple 
code Before you begin playing, wait until the Title 
Screen appears, then press ¥, Y, X, X, A, A, B and B on 
Controller I If you enter the code correctly, you should 
hear a quick musical tone After you start a new game, 
press the Start Button at anytime to pause the game, then 
press Y to bring up the Stage Select Screen. 


fo 7 ~ i a L 
Press Start and begin playing a new 
game as you normally wauld, 


Press Y, ¥, X, X, 4, 4, 8, 8 while you 
ere on the Start Screen and you 
should hear a tone 


Pause the game, then prass the 
Button to bring up the Stage Select 
Screen 


From this screen you cen warp to 
anyplace in the game! 


1 From Acent #729 
Special Group Battle 


When you play a two-player Group Battle, you can nor- 
mally only choose the same character twice, but with 
this code you can pick the same character as many times 
as you want, When you first fire up the game, select the 
Group Battle Mode and press the Start Button On the 
Battle Mode Select Screen, press L,R, L,R, L, R, R and 
L on Controller Il, Choose either Match or Elimination 
Mode, then select up to eight players. On the character 
select screen you'll be able to choose the same character 
as often as you want! 
ATTLE NOBE SELECT 


MATOR PLAY 
RLIMIMATION. 


On the next screen choose the Battle 


Mode Select opin 


On Controller IL press L, R, LR, LR, 
R, then L. 


Now yau cen set up an eight round 
fight against eny fighter of your 
choice 


Character Profiles 


If you don't press the Start Button when the Title Screen 
appears, Fighter Profile Screens will appear, followed by 
a demo of that character fighting. When the first Profile 
Screen appears, press and hold the L and R Buttons on 
Controller I. As long as you are holding down the but- 
tons, the game will file through all of the profiles instead 
of returning to the Title Screen. This will give you a 
chance to memorize all of your favorite fighter's statistics! 


As long as you hold down the buttons, 
the game will scroll through the char 
acter profiles 


When you hrst turn on the game, weit 
untl a Character Profite Screen 
appeers, than hold Land R 


i From Agent #616 
Boss Code 


Like all great fighting games, you best include a Boss 
Code, and Fighter's History has done just that' When the 
Title Screen fades in, quickly press Right, Right, Up, 
Up, L and R on Controller I. If you enter the code cor- 
reetly, you should hear a tone. When you begin a new 
game, you can choose cither of the bosses as your 
fighter. 


When the Title Screen appears, press 
Right, Right, Up, Up, L and R. 


When the Title Screan fades in, then 
press Right Right, Up, Up, Land R 


CNTR 
~ ellis. 


M@ From Agent #822 
Quick End 


If you are playing Contra I: The Alien Wars, you can 
use this trick to reset the game without getting up off 
your duff. While the action is hopping, hold the L, R, 
and Start Buttons, then press Select to reset the game. 
This code may not seem very special, but if you're not 
careful, you may enter it by accident! Starting from the 
beginning of the game could break any gamer’s heart. 


When you begin new gama, you will 
be ebie to choose a boss for your 
cherecter 


Start then press the Selact Button 


without touching the Reset Button 
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On the Mode Select, press L, R, Up, 
L, L, Down, R, R. 


TOURNH MENT 
we BATTLE 
OUEST MROFE 


i From Agent #389 ANTTLE DEMO 


Vv 


OOTTIERT 


1 Bonus OPTIONS 
When you play Double Dragon V: The Shadow Falls, incerthe Boss Code witla you are on You can choosa atther of te bosses 
you can adjust the abilities of your fighter, but you nor- the Mode Select Screen ss your fighter 


mally must sacrifice one of your attributes to improve 

another. With these codes you receive as many benus 
points as you like! When you enter one of these codes, — 

go to the Mode Setect Screen and use Controller 1 If you — 
enter the code when you play a two-player game, both 
players will receive the extra bonus points. 


Inu LLLRLRLR 


keep her anamies at bay ‘the book to finish off the competition 


If you want to add a few Continues to your game, enter 
the following code when you are on the Mode Select 
Screen. On Controller I, press Left, Right, Left, Right, L, 
L, R, R, R and you will hear someone say “Fight” If 
you lese a battle while you are mm the Quest Mode, you'll 
have nine Continues instead of the normal three. 


| 
i 
Dominique uses her powerful whipta The Shedow Boss uses avery trickin 


On the Mode Select, press Left, Right, 
Left, Right, L, L, R, R, R. 


You cen adjust your character's abil- At the Title Screen, press the Start 
tes without these codes, but you'll Button to go to the Mode Select 


lose points in other areas Screen 


TOURNAMENT 
ws RATTLE 
OUEST MADE 


TOURNAMENT 
ws RAATTEE 
OUEST MODE 


RATTLE EMO 
HOSTIERS 
aorTrronrs 


BaTTere oFMR 


' 
j 
i 
; 
POSerERE 
} 
| 


orTrigas 


Atthe Title Screen press Start ta go 
tothe Mode Selact Screen 


a On Controller I prass Left, Right, Lett, 


Emter tha correct button combinaton Now you cen use the extra points to Right, LL, R, R, and R 


on Controller, forthe code you want = improve any of your abilities. : 
fo use 


Tf you want to use one of the bosses as your fighter, press PRWRRERKER 


the Start Button when the Title Screen appears. At the — 2 srane. we i 
Mode Select Screen, press L, R, Up, L, L, Down, R and avectear re 

R on Controller I. If you enter the code correctly, you M a geeibheae 

ae nitew Gy ae Beau ee Lae and there eee duestMadeor Tournament if you ose the batla, you'l stil have 
will be two new fighters on the Fighter Select Screen, Match game and start fighting nina chances to beat your enamy 
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& From Agent #214 
Multi-Bonus Code 


With the help of this code from Agent #241, you should 
be able to make quick work of even the toughest bosses 
in Jim Power The Lost Dimension in 3D. When you 
begin a new game, quickly find a place safe from enemy 
attacks, then press X, A,B, Y, A, B, Y, X, B, Y, X, A, Y, 
X, A and B on Controller H If you enter the code cor- 
rectly, you should hear a tone. After you have entered 
the code, you can use Controller Hf to access several 
Bonus Power-Ups that will help you make it through the 


game. 


: A eee We 
On Controller IL, press X,A B Y,A,B, 


¥.% B.Y,X A, ¥,X, A and 8, then you 
will hear a ton; 


If you press Left on Contraller Tl, you 
will receive nine extra keys 


After tha code has been antered, you 
can press the L Button on Controller IL 
to skip to tha next level 


A popular activity among Nintendo game 
players 1's developing tips and strategies. If 
you would like to share your own special tips 


with us, send them in! Choose your own : PO. Sox 97033 
three-digit agent number and be sure to Redmond, WA 
include it with your codes. 98073-9733 


Our Address is 
Nintendo Power 
Classified Information 


Be ee 
AT tT N z 


d : A 
Pressing Upon Controller ILwill ve 
the maximum number of extra men 


also refill your bombs by 
ing Down on Controller 


i From Agent #100 
Chicken Warp 


If you're having trouble making it through Super Alfred 
Chicken, use this Secret Warp to skip to the later stages 
of the game. When you first start the game, work your 
way through Stage 1 until you locate a giant Sunflower 
Balloon, Without releasing the balloon, work your way 
to the mght side of the screen and yump straight up to 
find a hidden block. Use the block to yump up and Ieft 
off the screen, then walk left to find the Secret Warp! 


Work you way through Stage | until 
you find the giant Sunflower Batloon 


dump up on the right side of tha 
screen to find the hiddan block 


You can warp all the way to Stage 6 
with this secret warp 


Use tha block to jump off tha screen, 
then walk to tha left. 
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MORTAL KO 


LIU KANG 
SPECIAL MOVES 
Press Forward, Forward + High Kick (x 


“Hold Low Kick (A) for 3 or 4 seconds than 
release 


Prass Forward Forward + Low Punch (B) 


KUNG LAO 


SPESIAS MOVES 


Press Up Up + Low Kick (A) 


Press Down then Up 


Fress Back, Parward + Law Punch (B) 


il Prass Forward Forward + High Punch (¥) 
FINISHING MOVES 


Jump, then press Bown + High Kick (X} 


FINISHING MOYES 


gon Stand t step away Prass Down, Forward, 
Back, Back then @ High Kick 1x} 


Stand 2 steps away Hold Block then 
rotate the CONTAGL PAD 360° counter 
clockwise starting fram the Back position 


"Press Down, Down, Forwerd Back, than a 
Low kick 


Stand 2 staps back. Prass Forward, 
Forward. Forward, then @ Low Kick (A) 


This can be done from anywhare on the 
screen Hold dawn tha Law Punch (B) 
Now prass Back, Back Forward, thon 
ralease the Low Punch but continue to 
hold Forward NOTE! You must aim tha 
hnat at your anamiy's nack 


Press Forward Back Back, Back, than a 
Low Kick (4) 


Prass Back, Back, Forward, Forward, then 
a High Kick (X) 


Press Down Back, Forward, Forward 
‘thon a Low Kick (A) 


Ly SCORPION 


SPECIAL MOVES 


Press Back Back + Low Punch (B) 


Preas Forward,Down/Forward Down, 
Down/Back, Back + Low Kick (A) 


Press Down, Down/Back, Back + High 
Punch (¥) 


Press Block whila both fighters are in tha 
au 


FINISHING MOVES 


Press Down, Down, Up, Up, than a High 
Punch (¥) 


Stand about steps away Now quickly 
press Up Up, than a High Punch (¥) 


Start the mova 2 steps back then move in 
close Hold the High Punch {¥) for 2sec- 
ands thenprass Down, Ferward, 

‘apa Ward, Forward quickly and ratease the 
BS aE. High Punch 


Prass Back Back, Back. Down, then a 


__ High Kick (X) 


Press Forward, Forward, Forward, than 
your High Punch (¥) 


RAYDEN 


eset MOVES 


Prass Back Back Forward 


Press Down then Up 


Press Down, Down/Forward, Forward + 
Low Punch (B) 


Hold High Punch {¥) for 3 saconds then 
release when next to your opponent. 


FINISHING MOVES 


Stand close to the opponent, Hole the 
High Punch (¥ for sconds then 
raleasa 


Stand close to the opponent, Hold the 
Low Kick |4) for § saconds, then ralaasa 
it, Once Heian grabsthe opponent, 
press Low Kick (A) and Block at tha sama 
time 


iad Down Down, Up, than a High Kick 


Press Down, Back, Back, then your High 
Keck (X) 


Prass Down Back, Forward, than a High 
Kick (X) 


‘Press Back, Back, Down, titan your High 
Kick (X) 


Press, Down, Forward, Forward then 
Block 


MILEENA 


SPECIAL MOVES 


(eae Lata _ Press Forward, Forward + Low Kick (A) 
: Press Back, Back Down + High Kick (X) 
Hold High Punch (Wh then refease it. 
FINISHING MOVES 


Get very close to the opponent. Hold 
High Kick {X} down for 2 sacands then 
Cotta cos 1 _ralease 
~ Bet vary close to the opponent. Press 
Forward Back, Forward then a Low 
Punch (B) 


Prass Down Down, Down then a Hiah 
Kick x} 


Hold Block. Prass Up, Up, Up, then a High 
Punch (¥} 


REPTILE 


SFECIES MOVES 


_Press Forward, Forward + High Punch ¥h 


Pras Back, Low Punch (B) Low Kick (A) 
tind Block at the same time 


Press Back, Back + High and Law 
Punches {¥+B) 


Hold Block, press Up, Up Down, relaasa 
Block then press High Punch (V} 


FINISHING MOVES 


Stand next to the opponent First turn 
invisible Now press Forward Forward, 
Oown than a High Kick (X} You ra- 
appear aftar the opponent is shicad 


Stand body lengths away from your 
anponant. Prass Back, Back, Down, than 
2 Low Punch (B) 


ee Oown, Back, Hack, then a Low Kick 
(A) 


Press Down Down, Down, Up then a 
High Kick (X} 


oe Back Back Down then a Low Kick 
(Ab 


Press Forward Down, Forward than a 
Low Kick {A} 
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Press Down Forward, Forward, then 
Biock 


When we caught rumor that there were codes for Mortal 
Kombat I, we pulled out all the stops and went hunting 
for them. You wouldn't believe whet we went through to 
get these codes! These codes are hot, so don't lose this 


issue, If you do, you're going to miss out on the biggest 


code scoop around! 


SPECIAL MOVES 


‘Sperk Toss Press Down DownBack, Beck + igh 
Punch Le 


Press Back, Beck, Back + tow Punch (B) 


Press 5 Bi ack + High | Punch Tm ae 


Shredder 
Big Chop. 


FINISHING MOVES 


Decap Be close to the opponent Hold Block and 
tition press Back Back, Back, Back then e 
__ High Punch ¢¥) 


| Sve am Stend next to the opponent. Press Back _ 


e Lit Forward, Down, Forward, then a Low 
Purch (B) | 
Babality Press Forward, Forward, Forward, then a 
High Kick (X). 
Frardship* "Press Up Up Forward, Forward, than 
High Kick (X) 
~ RTomb/ Press Forwerd, Forwerd, Down, thena 
_ Pill High Kick Xt 
SPECIAL MOVES 
[Fen Swpa Pross Backs High Punch () 


Fan ee Press Back Back, Back +High F Punch unch (Vp 


"Fen Throw Press Forward, Forwerd + High and Low 
Pe unchas (YsBt 

Aur Atack Press Forward, Dewn/Forward, Down, 
Down/Back Back +High Punch (¥) 


FINISHING MOVES 


Kissof Stand vary close to the opponent Hold 
Deeth —_ down the Low Kick (A) then prass 
Forward, Forwerd Down Forward Now 
_ release tha Low Kick = j 
Heed Chop Stend losa to the opponant. Press 
Block, Biock, Block then a High Ki Kick (x) 
Babalny Press Down, Down, Down, than a Low 
Kick (A) 
Friendshrp* Pras ‘Down, own, Down, Up. then e Low 
“Kick (Al 
KTomb/ Press Forward, Down, Forward, thena 
__Prtlk High Kick (X) = 
SPECIAL MOVES 
[High Prass Forwerd, Down/Forward Down, 
Firabell _Down/Beck Beck + High Punch (Y} 
Low Prass Back, Down/Beck, Down, 
Fireball _Down/Farward, Forwerd + Low Punch {B) | 
Shadow Press as ‘Forward + Low 


ck _Kick (A) 


Shadow Pras Back, Down Back + High 
| Uppercut Punch {¥) 


Csatis 
INISHING MOVES 


_Prass Down, Block +Low 


[Torso Stand vary close_ Press Down, Down, 
| _Fip off _Forwerd, Forward, than a Low Punch (B} 
| Hawds Up "Sand I sep away ress Forward, 

| Farward, Down than Up NDTEI Hold 


DDWN on the CONTROL PAD, a Low 
Punch (B} a Low Kick (A) and Block at the 
sama time Do this as the Fetality begins 
and you will knock off 3 heads instead of 
one 


ty oe Beck Back, Back then a High Kick 


Friendship Press Down, Down. Down, Down, than a 


Ie High Kick 0X) | 
| KTomby Press Down, Down, Gown then a High 
Pill Kick (XI _ 


SPECIAL MOVES 


Slash Press Forward Down/Forward Down 
Down/Back, Backs High Kick (x) 


Ground Hold Low Kick (A} for three second, than 
| Slam release 
Gotche Press Forwerd, Forward + tow Punch (B) | 
Back Block when your opponents 
brasker _mthear 
FINISHING MOVES 
Give’ém Stand t stop eway 
Hand’ Press Block Block, Block, Block then a 
» Low Punch (8) 
Tha Stand closé-ta the opponent. Hold the 
Clappar* Low Punch {B) then press Forward 
Forward, Forward and release the Low 
5 ae 
| Batalty* Press Down Up, Down Up, tha 
es Kick (A) 
Friendship® Press Down, Down, Up, Up th 
Kick (Ab 
KTomb? Press Up, Up Down, then e 
Pri’ LowKick(A} _ 
SPECIAL MOVES a 
Ice Blest Press Down Down/Forward, Forward + 
a Low Punch(B) ee 
Powar Pras Back, Low Punch (B), Low Kick (A) 
‘Sida ___and Block at the same tme 


Ground Prass 
Freaza Kick (A) 


FINISHING MOVES 

Deep —_‘Fhisis e two-pert Fatality Do the first set 

Freeza of moves from one body langth away 
then do the sacond set near the oppo 
nant First press Forward, Forward 
Down then aan Kick (X} Next press 
Forward Down Forward, Forwerd then a 
High Punch {¥), 


Jce Grenade You mustbe across tha screen Hold 
down tha Low Punch (8) then press 
Back, Beck Down, Forward then release 
the Low Punch (B} 


Babalay ies Down, Back, Back, thana na High Kick 


Frendstip bys Back, Back, Down then igh Kick 
| 


KTomb/ 


_ Pill Block 


KOMBAT OPTIONS 


ELIMINATION MODE 


SECRET INTRO SCREEN 


Down Down/Back, Back + Low 


"Press Down Forward, Forward thene | 


SPECIAL MOVES 
Dre Fraba Press jeck, Back + High Punch(¥) 


Two Press Back Back, Forward High Punch | 
Firaballs (¥) 


Three Pras Back, Back Forward, Forward + 
Firebelis _High Punch (¥) 


FINISHING MOVES 
Nasel Burst Stand ebout 2 steps back from the oppo- | 


nent. Hold the High Kick (X} for § soc: 
onds, then release 


"Soul Stand close to the opponent, Press Up, 

Sucker Down Up then a Low Kick (A) Holding 
Block fr the directions wall help 

Kintaro Stand 2 steps awey Hold yaur Law Punch 


{B)for 30 seconcs then rslease when mis | 
time to Finish off tha opponent You must 
charge ths move before the fal rove 
ends 


ee Press Down, i ies mal 
Hugh Kick (X} | 


ia Press a Down, Up, end [ Down 
— Fall 2 


Tu Kang Bress Beck, Back, Forward, Forward, then] 
loc! 


“Johnny Press Beck Back Down thénaLow 
Cega Punch (B) ue 
Sub Zaro Press Forward Down, Forwerd then a 
ie High Purch (¥} 
Jex Press Down Forwerd, Back, thene High 
_ Kick X} 
Reydan Press Down Beck, Forward, then 6 Low al 
Kick (A} ae 
Reptie Press Up Down then a High Punch (Y) | 
Bereke Pras Down, Down then a Low Kick (A) 
~ Kung Lao ee k Down, Back then ¢ High Kick 
~ Kana Press Block 3tmes_ 
Scorpion Hold Block then prass Up, Up 
Milaana Hold the High Punch (¥}ior 2 seconds 


then release 
* If you are having problems with any of thase moves try 
hold Block while entering the direction of tha Control Pad 
jell raleesing Block before pressing any of the Attack 
uttons 


Heving trout work the Fishing ‘Moves? When you 
ara on the Charecter Salect Screen, press Up, Up, 
Left, Up, Gown end Select If yau hoar the swishing 
sound, the code hes been ontesed and the Fatality 
Tima Doxibied! 


This cade will only or if Was ate ek aone- 
t 


player game At tha Che pross 
Down, Up, Bight, Up, Lotto 3 lect. If you entar the 
sode correctly, you'll be abla to beat yur apponent 
with onlytwo punches! 
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‘With the crack of his whip, 
indiana Jones heads into 
another one of his excit- 
_ing adventures. His never 
ending search for rare and 
_wendertul artifacts keeps 
Dr. Jones moving ‘from 
\ enture to another, 


j ginly avoiding the 
; it hg Su 
him, Experigiic ex- 
zitprpens yourselT as 
you, relive indy’s “fret 
‘three Movies. But beware, 
the Nazis heve their eyes 
these treasures as well, 
which (can only | ‘spell 
“trouble!” Can 
you stay 
ehead of 
the Féhrer’s 
troops end 
foil his. plans? 
Swing into ec- 
tion and see 
5) nell Oe for yourself! 


ane 


, hag * 
ae eee 


{ 4 thy =. SAY 
. : = [os 


successful 
games, JVC and 


toward recreating the 

mes movies, 

a classic in the 

making! Needless to say (but we’re 
going to say as }, the graphics 
and play co: | tbis game are 
excellent! Right away you'll draw on 


yery good adventurer carries a few weapons and tools, but they won’t do 
you any good if you don’t know how to use them. Read on for a quick 
lesson about using the required tools of the adventuring trade! 


WHIP IT GOOD 


Use the whip to swing from pegs 
that appear above you. Ifyou need 
to swing across a distance, but the | 
pegs seem to be placed too close 
together, try skipping one. Your 
whip is longer than it looks. 


SHOOT €RUN 


If you need to clear out the enc- 
mies while you’re on the move, 
then the Gun 1s the weapon of 
choice. You’ll need to stop run- 
ming before you can use the 
Whi 


the similarities between this game 


and the Super Star Wars games. In 
some areas, this game feels like Star 
Wars with a whip, but that’s a good 
thing, Instead of dragging it out over 
three installments, all three movies 
have been faithfully condensed into 
one great game. T! 


hee esin 
iliar side-scrol 


’ great action. 
> game follow 
ling action for- 


a DROP & ROLL 


After a little adventuring, you’ll 
learn to bate the spiders and rats 
that crawl along the floor. They’re 
too small to bit with your whip, 
but still hurt you. Kneel and press 
A to roll over them! 


mat, but include many secret areas 
for players to explore. Some of the 
stages in the game utilize a 3-D 
mode of the game similar to Super ‘ 
Star Wars. This includes the rafting 
and mine cart stages in the Temple of 
Doom. 


HEART 
Collecting the Hearts cen be o 


# bonus! Each Heart you find 
a fill Leer fife ber by one 


You'll find Gems spreed througheut 
‘the entire game ff you collect 100 


fe a I recevesn 
otra fifa 


1-UPS 


‘Try to find os many T-Ups as. 
you can They ere oftentimes 
en in remote eress of 8 
level 


GRENADE 


Lab ona of these high explosives 
to clear out all of the enemies 
on the screen You stert with 
one, but you can collect more 


“ 


/ RAIDERS OF THE LOST ARC 


n 1936, Dr, Indiana Jones 
traveled to South America 
in search of the famed 
Golden Idol of the Hovi- 
tos. After travelling 
tbrough the dangerous 
jungles of the Amazon basin, he 
arrived at an ancient temple. 
Legend says that tbe Golden 
Idol lies inside, but is well 
guarded by iraps and evil spirits 
To make matters worse, tbe 
present day Hovito Indians are 
not too thrilled about anyone en- 
tering the temple and are ready 
to finish off any infidels with 
their deadly poison darts. Hav-. 
ing come this far, Indiana Jones 


is not about to turn back because of a 
so called legend, and into the temple 
he goes. Stepping carefully into 
darkness, be lets his eyes adjust to 
the gloom before proceeding. It’s 


time to leave behind his archacolo- 
gist’§ logic for his adventurer’s in- 
Stinct. All the books in the world 
can’t help him now. 


SOUTH AMERICA 
1936 


| SOUTH AMERICA 1936 


hus may be the beginning of the 
line for Dr Jones, but things 


are not going to be éasy. Here: 


At the very beginning of the level 
there is a 1-Up, but it’s too higb for 
you to grab, Use your Whip to grab 
onto the nearby peg and start swing- 
ing to reach the extra life! 


are a few tips to help you get started 
in your very first adventure. Re- 
member, things are only going to get 


The coast looks clear, but dangers 
are everywhere, Start running and 
don’t look back until you have 
passed all of the spike traps. If you 
stop, you’re a goner! 


| 


tougher from here on out, so move 
carefully, 


me ” or 


Can’t reach the upper path? Kneei 
down and push the A Button. You'll 
spring forward and roli under tbe 
rock that is blocking the path. 


NINTENDO POWER 


kay, you’ve made 1t all the way tothe Golden Idol, but now 
you have to make it back out. With that Giant Boulder 
heading your way you’re going to have trouble getting out 
with your life, let alone the Idol. Watch your step and keep 
on running! If you hesitate, you’ll be trapped, 


‘When you start running up the hill wart until you 

reach the very edge of the drop-off before you jump 
If you jump any easter, the spike traps in the floor 
‘are going to catch you 


After the next hill, be ready to make two short jumps Comming down this hill many edventurers q 
in a row The spike traps m this area spring out of ‘are fooled by this Gem If you jump over 
the fioor quickly end can catch you off guard the Gem, you'll land in the trap If you 


Jump after the Gem, you Il be sefe 


@ You ore able to run nght trough this pot hole, so } Run up this hill and sump when you get to the top, i 
don’t sump over it, f you jump you may lend ngat in but watch out for the trap! This tricky hugger «s sust } 
the middle of the next trap ‘waiting ta dnve you back into the houlder Jd 


@ ‘You ere elmast ot the end! Your escape is neor!l The 
trouble «s, these traps spring up quicker than the 
others ff you jump quickly and dont blow your ID L Li T 
teming, you're aut of here’ 
Just when you thought it was 
E safe, Réne Bellog 1s waiting 
N with an army of natives to 


tear the Golden Idol from 
your grasp. 


2 a 


DISCOVERY 


fter returning home empty-handed, Dr. Jones is greeted by f 

Army Intelligence officers waiting in his office. They have 

intercepted a wire from the German Consul in Cairo. The S 
] Nazis are searching for the Lost Arc and all of tslegendary | < : 


powers. They believe that the Arc rests in the lost city of 
Tanis. 


a 


only his daughter, Marion, holds the secrets her father discovered. 
Indy must travel to Nepal to find Marion and ask for her help. Getting i¢ Marion’s Inn is tough 
ss g si at .. especially with all of the thugs the . 
Nazis ha = trying to stop Indy 
Watch out for the falling snow along 
the way, Youll need to jump up 
and away from the snowballs or get 
swept away. 


D r. Ravenwood was the foremost expert on the Lost Arc. Since his death, AV/K 


Fy 
4 


can explore. The areas across the 
snowcapped mountains are full of ene- 
mies, and lower cave areas require 
tricky maneuvering to survive. 


INN ON THE MOUNTAIN 


ow that Indy’s reached 
the Inn, he must find 
Marion. As soon as he 
starts to climb the stairs, 
the lower floors burst 
into flames. Race the fire 
to the top of the building, avoiding 
the pitfalls and weak boards along 
the way. Make sure you are ready to 
L use your whip! 
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a E 


\ This stage has two different levels you 


— rn _ _ INDIANA JONES’ | 


GREATEST ADVENTURES 


The fires are raging when you reacb 
the top floor of the Inn. You’ve 
found Marion, but she’s trapped by 
the Nazis. Try to collect as many 
Grenades as you can, The extra pow- 
er will make short work of your foes! 


] ; = dor the boss, { 
-~ae lua hen iar oat 
» to the nght, stay in Ihe center of 
a : The sereen 
y = 
ca 
am ; 
, 3 
~ i* - 
a 6 — _ == 
arion’s medallion will help Indy find the arc TRICUVYV AACW/C | 


before Bellog, but the script on it must be 

translated first, Indiana Jones and Marion Collecting this 1-Up requires some tricky swinging. When , 

travel to Cairo to locate someone that can you jump down from the building, quickly swing your whip 

read the ancientseript- The Nazis are also hot -and-try to catch the peg, then swing up from there. ._ = 

on the Are’s trail, so Indy is in trouble from , 
the very instant that he 
arrives in Egypt. In this B 
mysterious city, it 
seems that anyone 
could be out to get our 
unfortunate bero. 
Good luck Indy! 


CAIRO AT NIGHT E 


T he Cairo Stage has two different bosses, Chase after the cart 


while avoiding the falling bales, After you shoot the bale thrower, 
et in the cart and figbt the large soldier. 


se 


en PE ee a 


= FINDING THE WELL OF SOULS a 


ow that Indy knows 

where to find the Lost 

Are, it’s time to find the 

Weill of Souls, Swing 

through the Nazi en- 

campment avoiding all of 
the enemy soldiers, If you take the 
time to explore, you can rack up the 
Gems in this stage, 


SECRET PASSAGE 


Look for the extra life in the first secret passage on the left side of 

the first drop, It’s the only way to find this bonus. To find the =" 
second secret area, jump up onto the moving platform, then up [1 
into the secret passage, Inside the second secret area you can find 

the third secret area by holding right on the Controller when you 

fall through the hole in the floor. 


fter finding the famed realize it at first, he is about to fall 
Lost Arc, most ordinary _ into another adventure of a lifetime. 
adventurers would be This adventure carries our hero 
happyfortherest oftheir from the Obi Won night club in 
fives, but not Dr. Jones. | Shanghai all the way to a gem mine 
Although he doesn’t in the middle of India. 


he Pankot PALACE of India, you learn that an evil 


of the young prince ai all of his guards. To make matters 
this fot 


even ‘the best pt so ee 18 a little tip from us 
1 first begin this stage, push the righthand statue to the right and 
passage. Walk right, jump over the next statue, push it to the left and 
Push the righthand statue to the right and enter, then push the right- ) 
i* Statue mght again and exit the stage 


ven Indiana Jones might take a rest after that last 
adventure, but there are two things that set him on 
this next quest. One, his father 1s missing and may 
be in trouble, and two, this quest 1s for the Holy 
Grail! Could any self-respecting archaeologist pass 
up this opportunity? Indy didn’t, and neither did the 

Nazis! This next adventure takes Indiana Jones to the A 

heart of Nazi Germany to find his father and to save tbe 

Grail from the evil grasp of the Fuhrer. 


eis 


A TWISTER OF 
ISLAND ADVENTURES! 


What's fresh, fruity and even a hittle zany? It’s the hottest new action-adven- 

ture game from Hudson Soft—Super Adventure Island I! Old-trmers will 

remember that the original Adventure Island was one of the first titles for the 
NES. This super new sequel is ready for the 90’s. It com- 
bines your favorite Adventure Island action theme with a 
challenging RPG aspect that has Master Higgins digging 
things up all over the place! On the rebound from a stormy 
relationship with Jungle Jane, Master Higgins has finally 
found true love with the beautiful Tropical Tina Little do 
they know, that there 1s trouble m paradise for these newly: 
weds, and it’s dead ahead! 


The hepay couple sails aboard happens upon a 
Master Higgins luxurious castle and is hired by the 
six foot raft A monsoon strikes, kung to rescue his 
leaving Higgins and Tina “ E 4 . kidnappe 

stranded and senseless! . - to be Tinal 
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THE KINGDOM... : =a 


Fhe star-shaped island of Waku-Wakw is the 
main base, You will find many Sea Gate obst. 
cl You will only be allowed to proceed a 
soon as you have completed every task up to 
that point. If you think you’re stuck, you must 
have mi: s ing. This prevents you from 
getting ah 


GETTING AROUND joy 


The former Adventura Isiond installments featured @ ISLAND 
left-to-nght scrolling, side-view ection screen Most of the 

‘time, Higgins will be meking his way through mazes ond 

corridors, ond will often retrece his steps 


‘While on the Reft, you can view the overworld, but Higgins be POKA-POKA ISLAND FUWA-FUWA ISLAND PUKA-PUKA ISLAND 
ettacked etrendom The screen will become e side-viow Defeet 
the enemies end leave the screen as scon es possible. 


apt 
The first leg of Higgins’ scarch for (TEM. CHECKLIST Sch 
= Tins is <n excellent game-play pre- Make sure you h rythingl a 


view of the remainder of the game. “laterfarthe inaccessiblu- ones, 


POKA The enemies aren’t too difficult here, © SILVER SWORD 


SO enjoy it while you can. © LIFE BOTTLE « ICE SWORD 
d ISLAND © DAGGER * 500 COINS A 


FIRE BALLS * ICE SWORD 


TD io ettie tute sions beatte Teo by 


hitong it with the Sword Itisnt hard, but 
i's best to find the Life Bottle before the 
confrontstion 


Amodernisland adventurer won't need to 
rely upon only his fists Search carefully 
and Master Higgins can upgrade to the 
sturdy Silver Sword 

Unlike the previous Adventure Island games, you wil 
Need to continue coming back to areas you va 
already passed There are 
many ereas within a stage 
that cennat be explored 
until you have recerved en 
ftem or learned an ability 


Once the Symbol! Switch hes been activated, 
all similar blocks inthe game will change 
You must learn the Shove Ability to move 
other blocks 


The Silvar Sword 1s found in a Treasure Boxin 
the lowerlaft area, and should infict @ fair 
amount of damage 
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After beating the Tree Boss back on Poka- Poka Istand, trav- 
el to the Cave near Waku-Waku Island and use the Light 
Stone to jower the next Sea Gate. In and around Eg 
you will pick up many more valu- 
able Items, such as the Fire Sword, 


Fire Shield and Fire Armor. 

Master Higgins is becoming a 

sophi: ated pear ye at the course Before venturing on, make a-stvp at —_used later to lower one of the Sea 

of this arduous journey! the Cave ner Bos- Boa Island Gates. To beatthe Lazard, bit him in 
‘There, fight the Lizard Monster to ‘the face repsetadly with your Silver 
recewve the Sun Stone This will be Sword 


Hiya-Hiya is a bit more difficult ITEM CHECKLIST 
than Poka-poka. Here you will \\ Below ore Items you should heve now Yall 
face Turtles, Bats and some snow- rey need to return to Poka-Poka for @ few 


ball-throwmg Bunnies. Be sure to FIRE SWORO 
get the Fire Sword in the first area in ae ponte és lia 
order to break the ice wall and enter / FIRE SHIELD 2 
the castle itself «MAGIC BOTTLE ~—- > 


VISIT ALL THE | BARE NECESSITIES |DOWN IN A HOLE 
WHIRLPOOLS = | watictesrciemaisersne ted Mate | Coss ren 


Not all the Items needed can be faund on this very hendsome set of Amor Seerch each circles? After turn- 

islands After each Sea Gate, explore all Treasure Box in the lee Castle to locate the full set ing oft the Swatch in 

the Caves and Whirlpools you can get to ol accouterments the upper level, push 

Inthis area, 1s the Ice Bell you must : the Ice Black mto 

locate the hole, then take 
the plunge and jump 
tn, taal 


& 
‘4 


wren 


Wise Men will share their knowledge Here, 
you learn to push rocks 


8 


ey 


(ht tle 


1 DREAM OF TINA 


If you're unsure about what to do next, heed back to 
Waku-Waku to visit the Innkeeper For WY Coins, 
dream 

i We MAMMOTH 


Switch to the Degger end ” 

stay ontheieftside Jump & 
and shoot the Daggers into P Se 
his forehead repestedly—tt ‘ 

takes. a long tme! When he 


charges, stay left end jump ep ppiplpiy 
LESS BIBI LBS ws 
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JOURNEY ON. 


Higgins is really starting to 
eruise now! The Fire 
Armor, Sword and Shield 
will surely prove to be a 
big help in the stages 
ahead, especially when he 
was barely equipped 
before. After Hiya-Hiya, 
be sure to explore all the 
Caves and Whulpoois! 


Each of the Islends are linked by Toleportatian Ceves 
Although it s not necessary to locate them, they can be 
helpful when you have to revisit certein Istends to pick 


up Items inaccessible before 


After throwing the switch shown head over ta the nght end 
fall down thraugh the false flogr Yau will now be in POKA 
PDKAisland Throw the switch to pass by the white stone 
wall and go score the Ice Sword! 


) ISLAND 


SUPER ADVENTURE 
ISLAND I 


| 


i Apesonsrapaiacoes 


Gefore Bou-Boa latend, take a 
well-deservod bresk et the Inn 
‘ond droom of Tine’s clue for the 
noxt log cf the tip, 


ino Cove obove Weku-Woku you'll find the 
Sun Ring. The Sun Ring will gain you 
entrance to Boo-Boa Islond. 


Another big step for Mester 
Higgins’ offensive strength will be 
‘in finding the Megic Wane 


Volcanic Boa-Boa Island 1s a hot 
and hostile place on the outside, and 
doesn’t improve much once you use 
the Sun Ring to get inside Your 
goals include finding the Aqua 
Stone to lower another set of Sea ¢ 
Gates. Also, the Ice Items are here. 


TEM CHECKLIST 
Below ere items you should heve now. You 
“may need to return to Poka-Poka fore few 

© ICE ARMOR « ICE SHIELD 

© MAGIC BOTTLE * 1000 COINS 

* MAGIC BOTTLE 


This overgrown tropicel Turtle Boss 1s reel snapper! 
He will take ptenty of practice and patence to detest, 
because there s only a shart ume to get hits in 


He Il then turn on thrusters and 
hover in the air dropping Turtle 
Bebies All you can dois wart. 


When he is in thisform, evaid He'll leeve the screen and reap- 
the Turte Babies he spits end peer asa spinning disk Duck to 


het him in the face wath the 
Sword 


evaid him! 
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JOURNEY ON. 


The heat of Boa-Boa is off for the moment, but 
now it's off to Puka-Puka 
Istand. Use the Aqua 
Stone to open up the 
southern Sea Gate and 
continue southward, 


re 


os 


R Best the Worewolt Boxein one of 
‘The Gaya above Sala- Sala has the = the newly opened Caves to receive n Herm(tin the Whisipool 
Shovel needed in Puko-Puks. - ~ the Power Fan. h you Bown-Stab. 


Master Higgins isn't too keen on ITEM CHECKLIST 
swimming, so the object of the ~ Theltemsjustkeep getting bigger snd bet- 
Puka-Puka Island part is to drain the "ter, andso do the enemies you li be fighting 
water away. The enemies are much 48st! Doyouhave everything? 
more belligerent in this Stage, and 2 1000 COINS © 500 POIs 
the added confusion of Teleportation MAGIC BOTTLE * AQUA RMOR 
* MAGIC BOTTLE « LIFE BOTTLE » 
*THUNOERSWORD | 
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DO VOU DIG IT? senesecua: ~aemor's 
ag =. A PARADISE WITHOUT A CASINO 
Enter the Whirlpool . 2 


anden impromptu weapon There 

may have been spots you passed 
DRAIN find a gambling 
i aE DIRINEK extravaganza. You'd 


eather that seemed suspicious Try 
‘The goal of the Puka-Puka Islend better bring dough! 


tage Isto get rid of the water an FINEST WEAPONS AVAILABLE 


just smack them, 
explore the formerly waterlogged 
This crafty businessman certaint 


| STABBING DOWN 
ereas for goadies and treasures 
Wy offers the finest weapons you 


gale F594 There are many places 
4 Sed 7B you heve passed that 
required the Oown Stab 
This is no easy task, though Read 
on for some helpful tips 
{ can buy, but the price 1s no ematl 
chuck of chenge You'll heve to 


technique to explore 

Puke Puka Island ts pre- 
take @ chence at the Casing to 
‘win enough for the good Goode 


cisely one of those spots 
You Il be able to break the 
blacks with errows 


Sie tin 


CHECK YOUR HEAD 


in case you haven't noticed the enimies are 

More aggressive now than ever Notanly da you 

have to fight ar flee from the enemy, but you 

have to avord bamb dropping seagulls. and | just 
waxed thus 
enmourl 


ee ee 
In your exploration of Puke-Puke ‘ m2 
Islend, make your way to this spot, Give the dice o blow, ¢ z 
and you'll be near the Switch shake end toss tham like @ 
fro ta have a chance attha 


SWITCHERO! ‘ig money, 


Bates eae eat oF 
a, 


0 


° ened The slot machine-style 
Pepe: a Monay Makar game could 
Aha—the Switch hasbeen found! ima sree 
>, 


Press the Switch to release the you hitthe yackpot, 
mighty waters into the sea 


FOUNO AT LAST 


Plece your beis, end they're 
off? It's not the horses, bute 
foot rece between the ane- 
mies: 


Once the water has receded, 

Master Higgins will be able to 
explore the ance waterlogged 
areas 


Ondge the tentacles winle his head 1s down 
When his head cames up, hit the Octopus foot, 
then quickly turn around and fut hm in the herd 
You wori tbe able to get meny luis in et once, hut 
the longer it takes, the mare Ink he will spread 


VGLUME 66 ‘'Wg} 


JOURNEY ON. 


Congratulations, you're a real Adventure Island treoper! §j 

Master Higgi finally open the one remaining Sea Gate 

and explore the last frontier beyond. But first, head back to the 
Inn for a brief rest. Tina may have a 


nocturnal message for you! Also, 
beware of the dangerous sen creatures. 
It seems that the enemies you run across After opaning the final 
while on the Raft have beeome much Ses Gste, oxptore tha 


A area around Selo-Sala to 
more aggressive. learn the Up Stab tech- 


niqua. 


. The hot desert background in the 
SALA- , Sala-Sala Island Stage sure looks 
= 4 cool, but be sure to keep your Armor 
1 on, Master Higgins! That Fig Leaf 
you have on underneath won't give 
you the protection you'll need in this 
difficult area. 


ae 4 Li UT 


iii 


om gm 


The search for the Crystal Sword should take you to 
an area near the top of the first Pyramid This one 1s 
worth the trouble: 


Follow the pictura to 
~f tha correct door The 
Crystal Sward hes 
beyond 


ee er 


Equip the beautiful 
blade as soon as you 
can or the enemies will 
give you trouble 
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The Up Stab will aiso come In handy back in 
areas you've already passad Revisit the lee 
Castle fora Life Bottie. 


ITEM CHECKLIST. 

One of the most important Items to be lat 4 
‘sd inthis stage 1s the Legendary Axe Itls 
required to beat the Boss atthe and ] 
* LEGENOARY AX ® MAGIC BOTTLE 
@ LIFE BOTTLE * CRYSTAL SWORO 

* 2000 COINS « AQUA SHIELO .- 


—— an UN ene 


TO CRYSTAL | 
TO4 SWORD 


PATH TO 
SECOND PYRAMID 


BOUNCING 
BLOCKS 


Just follow the bouncing blocks for an 
extra spring in your step The red blocks 
bounce you to the highast, the yellow 
blocks offer a medium bounce snd the blug 
blocks’ bounce is 
tow Hop along and 
they will change 


Master Higgins 1s doing a fine job rescu- 
Price but watch ing a girl who, for all practical purposes, 
your stap—there is a complete stranger. Both Tina and 


ate many spikes on iggi i ai 
the colin! Higgins are starting to regain traces of 


T On their memory, though. 
- 
LACH eam FINALLY FUWA-FUWA 
‘single Symbol Switches you've passed in ‘Wall, sho cen’t be anywhere alsa but here, so meke your 
Pewee me es and 1 sucond aie 8S tha gama has been switched On rounds to the pane tld and make ne you didn’t tor- 
well as ather ploces, there are healing i 7 it al ise wall d d 
Spnngs to bnng you back to life FR Tadhdid nd NEET al o**ss* cen Ee Mal “ihe Lead x 
ODE Sa : = gs Citgo) 
aie erie, WGC CHO) 
H , Seal als iL 
dba’ > | f | i 
es nt | 
hs . Sl a 


Hiagiis thes to seep ‘Wilt the King have your 
through one more ofthose §—_fhead when you snag his 
nagging, yet important, bride-to-be? 
dreams. 

FOUND: SOHER SHORE 


{fany ofthe Swatches fave besn missed, 


‘take a dip inthe spnng, prontof you will not be abla to proceed Higgins scores the all 


tmughty Power 
‘Sword..able to cut 


GAUZE BOSS es, 


The Mummy Boss of Sala-Sala 
Island is the “soul” reason it was so 
Important to recover the Legendary 
Axe. An expert will have him all 
wrapped up in no time, though! 
‘appt iP 2 3 This gnarty eagie 
The Lagendary Axe ewaits 5 attempts to eink his 
a worthy warnorin this + rezor sharp talans into 
Chast. re Higgins’ soft flesh. If 
he mokes tout alive 
ha won't be finshed 


Teke your time, and 
hit him wath an Axe: 
as he floats across 


Be sure to avoid 
the scrap of ban- 
dage trailing 
behind him 
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Co TULL CLL CLO mun panne 


Players can test their hand-eye reflexes against 
a swarm of falling snakes. As they fall, you 
climinate them by matching snakes of the same 
color. The game may sound simple, but as the 
snakes speed up, the challenge grows. More and 
more snakes appear in an ever changing array of 
colors. This wouldn’t be so bad, except for the 

7 3 fact that they start coming faster and faster! Sev- 

vy ¢ eral skill levels and many different stages will keep the challenge coming for a 

long time to come. Do you have the skills to avoid getting bit? 


NEXT SNAKE 


. ae Keep an eye on the box in the 

Tetris fans rejoice! The upper left corner if you want 
to know whet the next sneke 

creator of the famed clas- ts going to be 

sic, Tetris, has brought us 


another puzzling master- 


piece to consume our CURRENT LEVEL 

waking hours. Spectrum As you clear more snokss the level of the gore 

Holobyte, with the help [il Fuse Nehru ——— 
of Bullet-Proof Software, This sereen mey not look too complicated, but don't 


; be fooled! Thera 1s a lot of information here. so it 
brings puzzle game play- wall toke 6 quick eye tn take adventage of it ell 


ers everywhere the spine 
tingling fun of Wild Snake. 
The challenging fun keeps 
on coming with many dif- 
farent options and gama 
styles. This is definitely 
more than just a new twist 
on an old game! 
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X 


Although this és the easiest fevel to spell, 
when the snakes start falling fest st 
be the trick 


LEADING SNAKES 


Like Irish hero St. Patrick, you can lead the snakes where 
you want them to oa, The snakes wall continue to fall, but 
you change their direction so they land where you nae: them, 


your spoce to your best 
2 snekes in the sides unt yau f 
bottom When yat 
le 


BONUS SNAKES 


When things start getting rough, you might get lucky and get 
a bonus snake! The flashing snake is the Wild Snake. It will 
match up with the first snake it touches, and remove every 
snake of the same color. The King Cobra will erop straight 
down, elimenating every snake 

in its path. Both of these 

snakes appear randomly, s: 

you're lucky if you get them 

when you need them. 


Try to gel nd of snakes early when you pley 
en this grid # you keep the sy from 
building up toa high you cen use is wide 
bese of the flask Ia manage sé 

different kinds of snekes et once 


by bptighegtgbigtn 


There are also grid shapes that you won't find in the 
Super NES varsion of the game: 
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SPECIAL 
INTERVIEW 


Vv 
Alexey Pajitnov 


After learning that the creater of Tetris, 
Alexey Pajitnov, is involved with Wild 
Snake, Nintendo Power comered him 
for this exclusive Intermiew. Besides the 
new Alexey Pajitnov line of games with 
Spectrum Holobyte, Pajitnov is currently 
working with his own design team at 


Ric! Sir 
fivouiny asin: 


Strategic wise, | think that Teiris is a 
more abstract and strict game than 
Wid Sneke, because you don't 
have certain goals with each 
Snake’s move. in Tetris, you intui- 
tively feel what's the best focetion 
for the block and try to make it fit, 
so you are very rational in your 
decisions. in Wild Snake you can be 
more relaxed and FreeForm. Some- 
times there is e rational move, but 
otherwise, Wild Snake is not as puz- 
zie oriented and is more an enter- 
tainment oriented game. 


ewey Sex OF Ayan 


You know, there are some young 
people who are really bored with 
their fJessons at school. Suddenly, 
samething hits them in class. Their 
eyes start to brighten and they 
weke up and have interest. For all 
of my games } would like them to 
awaken this same feeling. 
Wihetinulnes 2 Grows puredle gave 
Several things, First of all, it should- 
n't be very boring. If it is a good 
game, it will have a very lang line of 
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THE KING COBRA 


AUREUOU CHORE NUTONE 


ULL LLU 


After you have gotten the hang of matching 
the falling snakes, you can test your snake —_—- 
charming skills against the King Cobra. In 
this mode, you will face a wide range of 
challenges that become increasingly diffi- 
cult as the nine different levels progress. 


Only the best game players will be able to . * 
make it past the coils of the King Cobra! ~ 


When you face this type of chellenge, you will have @ limited time 

in which to match the minimam number of snakes The number of 

snakas and time limits vary from level to level hut the technique 1s 
always the some, mave as fast as you can! 


BGG WIPEOUT 


You'll anly have @ few seconds ta get rid of all the eggs in this 
challange Ta ramovg an agg. you need in duvect @ snake of the 
sama color into it. If different color snakas appear try to stack 
‘tham aut of tha way so you can keep your path claar 


TWO-PLAYER GAME 


Ifyou think you’re the top snake charmer in your neighborhood, then 1t’s ume 
tochallenge your friends mm a two-player match. Thesnakes are still controlled 
the same way, but each player fights for the next snake. Things get really mean 
when both players need the same snake, or the King Cobra appears 1n the next 
snake box. 


You cen play a tworplayer head-to-heed motch 
on the Gama Boy verston as well, but you Il 
nead a Game Link and two Game Paks The 
Tules are basically the seme, but you won't be 
able to see what your oppowent is doing 


> —s«*TIPS ober 


Baga nvonnnnngyavnnannne eo enNte AE eR eT 


With practice, anybody can become a successful snake interest, with @ balance of difficul- 

» charmer, but these tricks should help speed up the learn- hae A good puzzie game should 

—< ) ing curve. Start on the Standard Grid on the Easy Level SuRTEne niin emits paning 
y and practice these techniques before you frustrate your- ests. Some peopletion thie tetas 

y self on more difficult levels. Don’t worry, there will be in Teal time. This is why itis Goad 

plenty of snakes to test your skills when you’re ready. have a Puzzle Mode with just puz- 

al zles to solve. People who don't do 
well in the real time game can still 


enjoy the game. 


ORGANIZE SNAKES 


Try to keep the snakes stacked at the bottom in columns, 
This will allow you to expose a wider selection of snakes 
and improve your odds of making a match. If you drop a 
snake straight down when 1t’s a couple of spaces from 
the wall and near the bottom, you can turn it towards the 
wall and stop it in an upnght position. 


Wher ofner hinds of games cto 
yan oheny? 


/ have no all-tima favorite. There 
was 4 time that I loved Pac-Man. it 
was my favorite game for e long 
time. | also enjoy edventure games. 
They ere e iittle bit hard for me 
beceuse of the languege barrier, 

| but when they heve e good artist 
and good game content I like them. 
{loved Zelde beceuse it’s one of the 
cultural events of the industry. The 
shooting games don't ettract me 
much, but sometimes | like to 
weich my kids play these gemes. f 
also enjoy simulation games like 
Civilization. So } switch from geome 
to game, 


DONT COVER YOUR ASP 


Snakes come in all kinds of colors and sizes, so try to 
keep the shorter snakes towards the top of the pile. Ifyou 
place a long snake on top, it will block off several of the 
smaller snakes, making it difficult to clear the screen. 


SLITHER INTO TIGHT SPOTS 


These snakes are slippery critters, so keep that in mind 
when you are looking for a match If you see a single- 
spaced opening, try to slide the snake in towards the bot- 
tom of the pile. You may geta match and cause all of the 
snakes to cascade to the bottom! 


Wit are you working on Aw 
win Animate? 


After El-Fish, which we did for the 
computer, we realized thet it was 
tea sophisticated to appeal to 
everybody, so we simplified it @ lit- 
tle. i'm now working on the CD Title 
based on the same great animation. 
We decided to start with a senes 
called the Neture Collection. The 
first several titles of this series 
= will ba about fresh water and salt 
water fish, then several titles ebout 
dinosaurs. After this we'll do sever- 
al other titles, including butterflies, 
lizerds and maybe prehistonc mam- 
mals, 
We are also worlang on some video 
games. We are making one for 
Zombie Software called ice and 
Fire. it will be a combination of 
edventure and shoot'em up. We 
have tried to coma up with a game 
with exporing as well as puzzle 


When a snake hits another snake of the same color, only 
the first snake will disappear. You can use this to your 
advantage if you have several snakes of the same color 
on the screen at the same time. Carefully maneuver the 
snake so that it eliminates as many of the snakes as 
possible! 


Test your skills against the pros at Bul- 
let-Proof Software. These guys helped 
make the game, so you 


The Pros’ ‘uot that this score is 
Best Mark 
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aE a 
i IN THE PIRATE’S TOWER, HOW DO | OPEN THE DOOR 
ABOVE THE FOUR FLOOR SWITCHES? 


0 open the sealed door near the 
top of the Pirate’s Tower, you 
must step on the floor switches 


in the correct order Step on the upper 
left, the lower mght, the lower left, 
then the upper rtght. If you complete 
the sequence correctly, the door will 
open when you step onto the switch 
im front of it If you don’t do tt mght, 
an alarm will sound and pirates will 
attack you If the switches were 
already down, you have another task 
to do before coming here 


Shane Evans 


Step on upper left, lower naht lower left, then upper 
night floor switches tFyouda it right, the door will 
open when you step on the switch in front of et. 


Ifthe switches are already down when you errve, 
take the seven places of Alumina to Professor Shate 
st Cerbis When you ratum, the switches will be up 


WHERE IS THE BLUE GEM? 


T: Blue Gem, which ts one of 
three you'll need to find in 
otder to tcleport to Elfrea, 1s in 
the basement of the Red Tower, but 
you must beat the Dark Ghost before 


you can recover it. If you've defeated 


the ghost, these directtons wall take 
you to the gem From the tower 
entrance, walk straight up to the wall 
From this point, you can see two doors 
above you Take the one on the left. 
Go across the room and down the 


stairs to a room where there are three 
Treasure Chests. The Blue Gem ts in 
the center chest. If the gem isn’t there 
(and if the floor ts gray and marshy) it 
means that you haven’t beaten the 
Dark Ghost 


From the Red Towers entrance walk straight up to 
the weil From there, you'll see two doors above you 


DO POWER 


Go through the door on the left, walk across the room. 
end take the stairs down to the Treasure Room 


‘Take the biue Gem from the Tragsure Chest in the 
center, then place (tin its own tower 


HOW DO LOPEN THE SAFE IN 
AURIA TO FREE THE GIRL 


ou must have Karn, the thicf, 
in order to open the Safe and 
free the rich man’s daughter. 


Put him at the front of your party then 
face the Safe’s door and press the A 


First, find Karn and put him at the head of your party, 
then face the Sefe’s Door and press the A Button 


HOW DO | DEFEAT MOTHRO? 


Button. If the door still says that it’s 
locked, 1t means that you haven‘t 
found the Master Thieves’ Book If 
this 1s the case, return to the Krypt, 
where Karn joimed you, and open all of 


Ifthe Sefe won't open, you havent obtained the 
Master Thieves’ Book. Go ta the Krypt to gett. 


the caskets on the lower floor. The last 
casket you open will contain the book 
When you return to Auna with it, Karn 
will be able to open the Safe and free 
the gurl. 


When you return to the Safe with both Karn and the 
Mester Thteves Book the doo; will open 


ou’re destined for defeat the 
Vis time you meet up with 

Mothro, the boy who turns 
into a butterfly, After the battle, return 
to the village to find out about Mogu’s 
Courage Travel south, across the 
Steam Fields, and search for Mogu’s 
Courage in a cave When you find it, 
Mogu will join your party. Return 
with Mogu to fight Mothro This time, 
your party will win. 


ragon Equipment 1s special 
D:: that you must find by 
fishing in different locations 
throughout the game. To fish, you 


Drop your line 1n the ruined well northwest of 
Romero to hook the Dragon Sword 


Get clues about Mogu $ Courage in the village 


must have Rod 5, which is tudden in 
the basement of Tunlan Castle. With 
the Rod, try fishing m the rumed well 
northwest of Romero, the ruined well 


Try your luck in the ruined well southwest of the 
desert. You should lend Dragon Het. 


spMosu: I'm not sure 
can beat him but 
ms best. Will you 


When you find Magu s Courage, Mogu wall join you 


WHERE DO | FIND DRAGON EQUIPMENT? 


southwest of the desert, the pond in 
Spring and the ruined well in the 
mountains cast of Gramor. In each 
location, you'll find something great 


Test the waters of the pond after thaws The prize 
caéch here 1s Dragan Armor 
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WARIO LAND 


WERE IS THE TREASURE by LEVEL 3? = 


“WR J 0u can’t reach the treasure in 
¥ Level 3 until you defeat the 
a Spiked Pirate in Level 5S. 
When you do, return and swim to the 
right. Go past the Treasure Room door 
then hit the first Face Block you find 
to get a Dragon Hat Continue to the 
right to the Pace Block that’s under- 
water Use Dragon Breath to blast the 
Face Block and get the Treasure Key. 
Take it back to the Treasure Room to 
get the Golden Horn. 


\o reach Sherbet Land, you'll 
have to take the upper exit 
from Mt, Teapot’s Level 8. 
From the beginning, go all the way 
right to the wall and hit the Face 
Block there to get a Jet Hat, Next, 
head back to the left, go under the 


Go all the way to the nghl when you ealer Level & 
end fitthe Fece Block by the wall to gel # fel Hat. 


“irst, complete Level 32, then 
return to 3]. Drop down to the 
right, get a Garlic Pot from the 

Face Pot, then continue down, Bash 
through the blocks on the right until 
you reach two Face Blocks, Hit the 
left one to get the Key, the right one 
to get the Jet Hat. Go right, then up 
the next ladder Jump to the right 
along the platforms until you finally 
come to a narrow gap, Hop into the 
gap to find the Treasure Room. 
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After you defeal the Spiky Pale, 
nd hitthe first Face Block pesl the Treesure Room 


© | REACH SHERBET 


ledge and enter the underwater door. 
Jump up the ledges on the nght to 
reach a Save Pomt. Now work your 
way back down and around to the Ieft 
side of the room Exit through the 
door in the upper left, Go through two 
more rooms until you're near the first 


Sland on the ledge to the left of the com errow Jump: 
diagonally, Up and Right, and ectivete the Jet Het 


Bash 1hrough the blocks tothe night until you reech 
Ihe two Face Blocks The biock on the left holds the 
Key, while the one an the night holds the Jet Hat. 


Put on the Dragon Hal and use Dregon Breathlo 
blest the submerged Face Block il holds the Key 


exit Stand on the platform next to the 
arrow of coins and jump up and to the 
right. Press B to activate the Jet Hat, 
and keep holding Up and Right The 
screen will scroll up and you'll be 
able to land on a ledge. Go right to 
the exit that leads to Sherbet Land. 


‘The sereen will scroll up as you nse Lend on the first 
ledge, then continue to the nghtto find the exit, 


Chmb the ledder, go right end drop into 0 narrow gap 
‘When you land, go left to the Treesure Room door 
Enler and use the key to cel the mask 


THE JUNGLE BOOK 


WHERE IS THE SHOVEL IN LEVEL 2? 


9 find the Shovel in Level 2, go 

all the way to the mght where 

Kaa, the stage boss, 1s sleep- 
ing. Before you collect all of the 
gems and wake Kaa, jump up and 
over to the branch that is above Kaa, 
to the left. When you defeat the mon- 
key on that branch, it will leave the 
Shovel behind Pick it up, then go 
wake Kaa and defeat him Use the 
Shovel to enter the bonus round at the 
end of the stage 


evel 6, Tree Village, has many 
vines to swing from and sever- 
al huts that warp you to differ- 
ent sections of the stage. You’ll use 
the huts to move back and forth in the 
stage to collect all of the gems on the 


various levels To find the shovel, 
stay on the lower level and go all the 


Stay on the lower level and goo the right until you 
come lo aknothole in the tree 


Ib 2 why £ ade 
AT oo he, 


Ge to the right and find Kaa then climb to 1he branch 
above him Defeat the monkey to gel the Shovel 


way to the right. Go mto the first 
knothole that you come to. When you 
exit, walk to the left, off the edge of 
the branch Continue moving to the 
left and yump to the vine. Climb the 
vine, then continue going left to the 
next vine. Climb it, then swing to the 
right on the looped vines and jump to 


Climb ihe ser Anes described above, then go 10 
the left and enter Ihe hut byihe Continue Marker 


v 


Shawn Bloom 


Collect the remaining gems and defeal Kaa Use the 
Shovel to enter the bonus round at the stage end 


WHERE IS THE SHOVEL IN LEVEL 


the ledge. Go right to the next vine, 
climb it, then walk to the left and 
enter the hut next to the Continue 
Marker When you exit the hut, defeat 
the monkey you meet to get the 
Shovel. After you collect all of the 
gems and defeat the Mask, use the 
Shovel to enter the bonus round, 


When you ext the hut, you'll ses the monkey You’ 
have to defaal ihe monkey to get the Shovel 


CALL THE PROS FOR THE LATEST, GREATEST TIPS 


-_ 


(206) 885-7529 
Nintendo Game Play 
Counselors are on call 
+ Mon.-Sat., 4:00 a.m. 
to Midnight and Sun. 
[@ 6:00 am to 7:00 p.m 
Pacific time 
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"Pe 1s running out if you want to post your best score this _ challenges below If you don’t like any of the challenges you 
year Hurry and send us your top shot at any one of the see here, then send us your suggesttons for future challenges. 


cee — 
a 


What is your best Practice Mode |) How quickly can you win the war? 


“How quickly can you build up 
your main character up to Level 50? 


Only the strongest 
hermes can mest this 
chelleng 


Make sure you rac 
ing in the Practice 


us 0 photo of the 
Mad es 


fier you 


—— | 7. 
| : 
EME SK! : ] 
What is your best time on the | What is your best score for this What is your widest margin of vic- 1 


Snowboarding Downhilt Run? 
a 


classic puzzle game? tory in a one-player game? 


The sama strategies 
f work on the Super 
NES version that you 
used with the NES: 


Pick your favorite 
team and start pass- 
ing that bell | 


yere-gye | Watch out for trees 
they keep hopping aut 
in front al you! 


“The top 20 players that best meet the monthly challenge will 
be awarded 4 Super Power Stamps for use towards the pur- 
_ chase of Super Power Supplics. Send all cligible 
entries to the address at right. The entries must include | What is your highest total number of 
4 photograph of the completed challenge (which includes | 1-Ups you can collect in the game? 
~___ the system in the photo) labeled with the name, address | (m= 
— =< and Membership Number of the player. All entries | [fi = | 
must be received by December 15, 1994. Winners 
wall be printed in a future issue of Nintendo Power and will 
\__ be notified by mail. All scores printed are decided by the 
Nintendo Power Staff All decisions are final. 


You tI need to work care- 
fully to keep from losing 
your extra nes 
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THE REN & STIMPY 
SHOW: SPACE CADET 


Highest Scores. 


Ramon Madrigal Jr. 
Fremont, CA 


Tommy Axeman 
Boston, MA. 


Highest Population. 


Brad French 604,280 
Ferrysburg, OH 
Bradley Nurse 555,120 


Petersborough, ON 
Oldest City, 


Bradley Nurse 
Petersborough, ON 


July 9912 


Quickest time to Megalopolis. 

Dale Small Oct. 1900 
Alba, MO 

Shawn Conn Jul. 1901 
Jeffersonville, IN 

Penny Bodine Oct. 1901 


Snohomish, WA 


Quickest Megalopolis with 
Freedom Landscape. 


Mark Rosario 
Victoria, BC 

Mike Leahey 

Dartsmouth, NS 


TECMO SUPER BOWL 


Widest margin of victory in a 

one-player game. 

Bronson McKinley 99-00 
Aurora, MO | 

Phil Bonilla 99-00 
Sapulpa, OK 

Rob Volkert 98-00 
Monitowoc, WI 

Nathan Cardwell 97-00 
Aloha, OR ] 

Greg Johnson Jr. 95-00 
Hanover Park, IL 

Andrew Daigle 85-00 
Portland, ME 

Damon Gleave 84-00 
Stanley, ND 


Most Red Gems collected. 

Matt Conrad 70 | 
Sherhom, MA 

Mark Mancini 69 
Hamden, CT | 

Jacob Demoss 69 
Dundee, MI | 

D. Paredes 65 | 
Naugatuck, CT i 

Dave Lucas 65 | 
Mentore, OH 

Micheal Cotignola 64 
Bound Brook, NJ 


1 CAN BEAT THAT SCORE! 


Send us your name and address with a photo of your 
accomplishment! To take a photo of a NES or Super NES 
ame, use a 35mm camera without a flash. Turn out the 


ights mn the room, hold the camera steady and shoot your 
best shot! To take a Game Boy photo, place your Game 
Boy onto a flat surface, then take your photo using natu- 
ral light. Make sure the system 1s included in your photo 


Nintendo 1s not responsible for lost or late 


tail. 


Send to > 


Most money collected. 


Andrew Marshall 
Columbia, MO 


$11,500,000 | 


Linda Jinx $10,980,000 
Los Angeles, CA i 

Mark Antler $10,300,400 
Austin, TX. 


Blair Hanson $2,341,950 |) 


Las Vegas, NV 


MONOPOLY 


Most money won. 


Sean Hammond $99, 
Haverhili, NH 

Glen Goodman 
Scottsdale, AZ 

James Massey 
Tupelo, MS 

Jay Sullivan 

Springfield, VA 


$99,999 
$97,415 
$24,395 


Best Scores. 


Scott Looker 
Denmark, WI 


Dorothy Islick 


Brooklyn, NY 

Mark Hamel -18 
Sarasota, FL. 

Bob Feldman -17 


Corvallis, OR 
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: a. Z Or 
CASTOTH 


The first guardian looks the 
worst, but soon you'll think back 
fondly to his quaint, saber-like 
talons and warm, lovable fire- 
beams. Dodging the claws is job 
one and dodging the fire-shots is 
job two. Freedan can run around 
to the back where beams won't 
reach you as easily. Concentrate 

™ on one paw, and then the other. 
Then go for Castoth's ugly mug. 
When attacking, really lay into 
the guy with repeated, rapid 
sword strokes. 


aes 


PGS 
Freeden slugs st out with Castath’s panious 
pew When tha claw moves, get out of thare 
fast. This claw is almost history. 


The Lightning shot is about ta fire. Run don't 
‘walk to escape. 


LAUGH IN THEIR 


You'll isugh in the fice of death, pull 
the pigtails of peril and eweak the nose 
of terror when using our strategics for 
«xing the major guardians in Tlusion of 
Gaia. For the gritty details. on beating 
the bosses, you'll have to face up te 
themext four pages. , 


Wateh for the fireworks on Castoth's head. L 


7 VIPER VAMPIRES | , 


This feathered freak fires from 
fhe mouth on this narrow plat- 
form in the sky. Actually, Viper 
turns out to be one of the easiest 
of guardians, just so long as you 
avoid his feathers. When Viper 
stops moving, attack quickly 
and repeatedly, then get out of 
the way for the monster’s next 
attack, 


The Vampire couple should give 
you a run for your money. 
They attack with regular 
sbots and a combined super 
shot, Three super sbots will end 
your effort, Each 
Vampire bas 
its own meter. 
Concentrate on 
one at a time, 
using Preedan’s 
Dark Friar shots 
to shoot long 


distance, Work your way back Z Wait for the Fenger to eppeer from the 
througb Mu to find Freedan. It f 4 wiped ‘When you aes hand. attack like 
can be done! Also, wait near crazy You'l gete couple of hts. 


intersections so you don’t get 
trapped by the converging vam- 
pires. The combined shot is dif- 
Beware ofthe feathers They are fast and ficult ta) dodge, but if you 
they shoat at you in groups, but you can . anticipate its path you can out- 
@nticipate them and dodge to eafety , maneuver it. 


At the end of the Great Wall of 
China you'll find yourself facing 
the hideous Sand Fanger. This 
serpent lives in the sand and 
surges out to attack its victims. 
You must battle this foe as Will. 
First, watch for the whirlpool 
in the sand. Stand nearby. 
When the fangs appear, 
attack repeatedly. Keep 
attacking like this and dodg- 
ing the Fanger when it y/ 
dives back into the j= % 

sand. The Fanger 
also has an electri- 
cal discharge at 
times, but it 
shouldn't be a 
problem, 


BASIC TRAINING 


Most guardians move faster 


Use Freeden’s Dark Frier shots to attack the 
‘Vampires frome safe distance After shooting, 
than you can walk, but not “ run end power up for the next shot. 


faster than you can run Get a 

in the habit of pushing twice Hates 
on the Control Pad to run towerd you, { 
Study the movements and but doesn't | 


shots of the guardians, attack nares , | 
when they're not shooting, see itform- | 


then run | ce pid | 


Only huts to the head will 
effect the Fanger Stay clear 
— of ts body and tail, and watch 
UGLY FACES staat 

. oP ° 


Tt isn't pretty, but 
if you want to 
save the world, 
you'll have to get 
used to spilling 


You can hit the Fanger as it dives 
into the sand, too Make sure you 
stand just to the side of where it 
will enter, 


MURLMY 


You can fight the 
Mummy Queen either as 
Shadow or Freedan, The 
key to victory is in using 
the two transporters from 
the lower floor to the 
upper. The Queen has 
three attacks; a circle of 
blue ghosts, an earth- f 
quake attack, and 2 bolt Fresdanis na bad position War for 
of lightning. The ghosts the Queen atthe jump tedge and hit 
appear when you hit the heres she nses 

Qucen. If you're on the top level when you hit her, jump 
down just as the 
ghosts approach 
you. If yeu’re 
on the lower 
floor, run to the 
transporter. The 
stones shaken 
loose from the 
earthquake can 
be dodged. The 


Wyau jet yourself get cut off fram the rare, but you can 

jumping ledge by the Queen, you'll take * 

massive damage keep away from 
it by keeping the 


Queen off the screen. She moves slowly, so you 
can always jump or transport away from 
= her after your attacks. Shadow can also 

K use the Aura Ball. 


Here Freadant 
escapes the blue 
ghost group by 

/p leaping off the 
balcony 


Use the transporters to beam 
outof a tight corner and set 
up your next balcony attack. 


The lightning bolt is the 
» biggest danger Whenthe 


4 scone 


lightning bolt is) 


> Queen goes green, leave the 


The Tower ef Babel contains all-your friends, waiting to 
pay you back for their corlier defc its. You'll fight 
Shadow, which sives you one huge adv intige— 
the Sure Ball, Have the Aura Ball selected so-you can tum 
Shadow into a puddle. Whenever he is about to be hit, 
simply use the Aur> Ball and melt. Since Shadow 
‘can’t take damage in his liquid form, you'll be able 
to come through 
unscathed as long as 
You melt in time. 
‘The attacks of the 
guardians temain 
the same as inthe 


Tae Ay rad oem or 
using Shadow Go for the claws, 
then the haed 


also remain the same 
except for using “e* 
Shadow’s puddle defence 
and his flaming attack. 
which gives you the ability 


Viper doce’ stants chance! Gadi 
5 feather attocks, Shadow can maitend 
to attack from a distance. "mein safe. 


You should also have saved as 
many Herbs as possible. The rea~ 
son for this is that youmust battle 
many of these guardians one after 
the other without being ableto vis~ 
ita Dark Space. There is-only one 

Sq Dark Space midway up the 

<=. S= Tower. You can alsa bring Apples 

The Vampires 6re probably the from Euro. which are worth a little 

toughest Towor gulerdians, but bit of energy. Because energy is at 

het ecm ecrors ie 9°25 a premium, don’t rambo through 
this stage. Use some finesse. + 


‘4 


ove 


Vn 


iN) 
WW 


‘ 
Ay 


J 


‘Her Royal Mummyness has the same 
attack on this estral plan, Shedow 
sholtld use the Aura Ball to escape 


Ne A 9S 


Vg 


Tower, Will, Kova and their spirit 
helpers alt join Logether fo execute the 
powertul Firebird. (Before reaching 
this final level where you’llmake the 
epic joutney into space, you'll have 


val i\ 

*3 | \ 
The time has come for Will fo trans- 
form into the Firebird ond wing his 
wey to.the Chaos Comet for the final 
confrontations, At the top of the 


HE COMET 
HE COME 

The Chaos Comet itself is your first ene- 
my. When the Firebird lands on the frozen 


surface, the comet shows a malevolent 
face, The comet’s attack is a rain of frozen 


— 

fire that drops randomly from above. The 
Firebird must dodge the rain then attack 
when the Comet’s mouth briefly opens. 
Stay near the bottom of the screen and 
make small sideways movements while 

se gi | 

ba | 


dodging to decrease the chances of run- 
ning into a fire drop while escaping anoth- 
er. Although the battle will rage for some 
time, you shouldn’t take any damage if 
you are quick. It’s important to preserve 
your life meter for the final battle. 


a a 


eeeensee=).y 
= -) 


Send your flaming firebird shots at the Comet's open 
mouth You'll get only ¢ couple of hits each time, 


7 Quick reflexes will 
{ keep you out of 
reach of the falling 
t drops of green 
comet fire 


an opportunity. fo save the game and 
tefill your energy in a Dark Spses. 
You can also retu=n te-Daoat this 
point. If you have ail 50 Jevjels, you. 
can learn the teuith about Gem.) Your 
new bre shots give Shadow exuct 
range fer the two final battles ahead 
and the Aura Ball is. your defense: 


The power of the six mystic statute end") 
ancestars wall transform hin into the Firebird at 
the-tep of the Tower of Babel, 


DARKGAIA yy 


The power behind the Chaos Comet and its devastating 
effects on Earth tums out to be Dark Gaia—sort of a cosmic 
evil twin of the Gaia who has helped you in the Dark Spaces 
throughout the game. Dark Gaia has multiple attacks includ- | 

ing several types of shots that | 
stay near the o~taaveR™ 
bottom of the 
screen, this 
time right in the 
middle so you 
can shoot up at | 
Dark Gaia’s 
head. Watch 
out for the 
blue globes that 
move about 
guarding Dark 
Gaia and the 
energy balls 
fired in a cross- 
ing pattern from each side, Use the Aura 
Bail to melt Shadow when the shots come 
toward him. When you’re in the clear, fire 
constantly at Dark Gaia, then get ready 
for the massive beam that fires from her 
mouth. If you lose, you'll have to start off 
back at the comet with half power. The 
key 1s melting away from danger. 


Shadow should mett down when shots are 
fired at him When you appear again, be 
move to center screen ani fire, 


‘When Gare huris light, you can standin 


this safe spat, which isn't all that safe, or 
melt down using the Aura Ball, 


Ann for Dark Gaia's heed You 
can only damage her when 
her mouth opens, witch isn’t 
often 


| 
I 
| 
| 
i‘ 


THE AL 
A 


AD 2636—A strange 
cloud appears over the 
Earth, and from it comes 
an unexpected alien attack. 
Earth is left in complete 
ruin. You are the last hope 
for mankind and you're 
armed to the teeth! 


©1994 Konami! 


If you've ever had the chance to play J Ps [2] 1 ! 1 


a Contra game, you'll be able to fin ) i you want some extra power, take this tank for @ 
ish this level without much trouble Wiayai'a norhiny sot tts aye, ale ‘When st pets hit, you'll have to continue an 
Work your way to the right across st important to keep an eye on the area 
the Fire Fields, shooting at anything baba alt Giaeey Enemies can 
that gets in your way. Avoid being hit Fee y atden ya oben, 
at all costs. One hit and it’s all over 
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GAME BOY CONTR 


Konami opens a new chapter in the Contra saga with the arrival of Contra: the 


ARSENAL 


Alien Wars for Game Boy. Similar to Contra III for the Super NES, this game SPREAD SHOT » J 
allows Contra fans to take the famed conflict anywhere they go. Good graphics This weapon isn’t any more SS Sg 


and familiar game play make this game a welcome addition to the Contra poweriul than your normal gun, 
ve a wider range. 


HOMING SHOT 
=e This weapan shoots missiles 


family, but players who have mastered the original = 
Alien Wars on the Super NES may find this gamea 
little too similar to the first one. 


that will seek out and desirey 
all of ycur anemias, 


CRUSH GUN 


The pwarful shots of this 
weapen are great for destroying 
larger enemiss. 


Ys Vas THROWER 


You can torch everything in your 
path with this ultimate weapon, 


BARRIER 
This may not seem like a ie 


The graphics lank good on a Gama Boy, but they look 


fall apon, b dastrey 
even better on a Super Game Boy! if you don'l like the | Lk ‘weapon, but you 
default colors, select your own aN Gaerien everything that hits yeur barrier 


PREETI E Te ee on) 


see eee oe 


[3] ene or rarra 


The large rock that flies out of the lava will 
prove troublesome for unwary merceneries. Wart 
unt the rock flies out of the lava, then jump as 
it starts to fall egain Quickly move out of the 
way before tt reappears, 


When you face the boss of Stage I, you’ll need to think 
quickly. Target the glowing spot bencath his neck and keep 

> ==j firmg your weapon. Avoid his 
| shots as well as his biting attack. 


[4] STEAD} AS A ROC “i 


You can wart out the 
firestorm by standing on the 
Tock in the canter of the 


screen Wart until the lava 
trail moves fom he left ta 
the night side of the screen, 7 
‘then jump while i's safa If . F 5 Hf you stand in the 
you don’t move quickly, Re ba ee yout! 
youll hava to face the heat. teats bus 

watch out for his 
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You hit the streets of the city, 
searching through the ruins to find 
the alien strongholds. You must de- 
stroy all five strongholds to clear 
this stage, but if you’re having 
trouble finding the aliens, fight 
your way in the direction of the 
flashing arrows. 


Your objectrve in Stage 2 1s to seek out ond 
destroy all five of the shen strongholds 


city, defeating the alien hordes that fill the 
airways. It will take sure feet anda steady aim 
to clear this level. If you miss a jump, your ‘way before you Jump, try using your bombs Whee you'r 
battle is over. Take your time and shoot asking your life = 


i S act Bnyway, you might as F 
everything that moves! well usa on of the 


The battle car wu across the top of the (ij COMBINATION ATTACK 


if youre having trouble cleaneg the esemies out of your 


bombs m reserve, tf it 
doesn t work you'll get 
8 sew bomb with your 


clears the way get 
ioving before the 
Wart unt the Wall Walker starts moving towards Pe Seg 
you, then move down while you're shooting 
diagonally et it Move back to the top of the room when it draws 
‘away, then repest your stack egain 


[tie 


[1] WATCH THE CRACKS 


Hf the eracks in the ground spread clear seross 
the street, loak cavefully for the safe path tf you / 
cross anywhere else, rt will spell your doom! - 


The lend mines spread throughout this stage can 
be deadly hut only iI you stand on them If you 
accidently trigger one of them, run away before 
it explodes. 


This large metal-encrusted crus 
tacean 1s as deadly as it appears 
When it starts spimning, run or 
it'll catch you, crushing your 
puny body, if things get rough, 
don’t forget to use your bombs! 


funning away as 
soon es Metal 
ean begins to 
“move, 


Shoot off oll six of the spiked wheels, then am for 
‘the center of the beast. 


F—Fiame Thrower 
B—Barrier H—Homing Shot 
$—Spread Shot C—Crush Gun 


fee KOBO-CORPSE 
‘Bomb You only need to shoot Robo-Corpse’s head to 
defeat him, but staying away from Ais attacks 


may prove difficult. Continue moving around 
the room in a clockwise direction. 


When this nesty little enemy appears hop onte one of 
the spinming arms end quickly move ta the outside 
edge Continue to shoot at the center of the alien 


When he shoots his 
bombs, move to the other 
side of the room 
Move back after 
they ve exploded 


‘ic: -- YOUR I SUPER NES, 


ee 


Peete ee eRe 
oh atl al a al a a 
* Bh ith th th th ih a oy 


RARARRRARRRERR 
PM Oe Fal ee al ae PY ae aly Sly 


Pera ms ‘Se ame Te Te le 
Pe oe a a eS ll 2 
e 
Fe 4 Plug Space Invaders into your Supar Ge 
o* Boy and you'ra neeanne Not pe z ad (ig 

* © only can you play a Supar Game — ae 
Boy varsion of Space irivadars, but = 

= there's a 16-bit gama, as welll 

i CO 
LLY 

With the musical styling of Barry Gibb and the Bee Gees playing in the back- pede edp and 
ground and all of his buddies dancing the Hustle on the dance floor, your dad, oo a 

: dressed in the white polyester flafe-legged suit, plugged quarters into the hottest 

* "game in town; Space Invaders, Now you can experience the game that rocked the — . %. 
world of gaming for yourself, without. wasting your y = ae o _* 


quarters! If you need any playing tips, ask your dad, 
he’ll know. When you do, ask him about that suit. 


[SUPER UPGRADE ee is 


When Nintendo heard that Taito was planning a Game = - 
Boy Space Invaders, they decided it was the perfect ee ae 
opportunity to showcase the abilities of the Super Game 
“ Boy. After getting the rights 

to make the game, Nintendo tweaked the program- 
ming a bit, adding several new Super Game Boy fea- 

tires, including three different color palettes. The 

best new feature is the full fledged Super NES game 

included in the Game Boy Game Pak! 


Choose your weapon! There = ® 
are three different ways for , @ @ 
you to dastray these pasky ltt 

‘tha space bugs 


It’s true! There is a Supef NES game hidden inside this : 
Game Boy Game Pak! If you play Space Invaders with a Fena aces’ E DR ORE ScOREC2> 
2 Super Game Boy, you*have the option to play the Arcade oe seen | aes eet ats 
: version of the game, All of the details of the original arcade 
a games have been faithfully 
. morte recreated, with all the origi- o Lad al 
- nal.colors and sounds! You [Sess a 
Y ean choose from four differ- 


Panwa “ ent styles of the arcade classic, and you can play 
is - ws * ie) with one or two players alternating turns. 


‘ S ste te le 
Your shots move much Although itis easy to shoot 
, a ek i quicker in the Super NES tho invaders in the center of the pack, itis dangerous to dothis Ifthe aliens 
= A = game, meking it eesy 10 are spreed out on the screen when they speed up,it’s simost impossible to 
destroy the alien hordes. destray them before they hitthe graund 


5 The spe Game — adds both color 
and style to the normal version of © 
* Space Invaders. You Have the choice of 
three elassic color palettes: color, black 
and white, or the incredible technique 
.of putting colored cellophane on a 
black and white sereen (1970's high- 
tech!). The default border is a replica 
of theoriginal stand-up ae 
arcade game, but if you - 
pause, then press, A, it will Parccetecer aii 
change to the tabletop ver? 3 i a 
sion, / o see bd 


You can recreata the 
arcade classic with the help 
of special color falattes and 
this special border itlooks 
just ike the real thing, only 
much smaller. * 


rm Ifyou graw weary of the special palettes, 
you can still create your own incredible col- 
Pause the geome then pressthe A Button ‘or combinations. This one’s lovely! 


to find this secret border Now you're 
playing the sit down Space Invaders. 


The Game Boy version of Space Invaders gives you the same classic action of the 
arcade, but lets you take the battle on the road! You can also use the Game Link 


and hook up with a friend who also has the game. In the two-player mode, you % 
face off against your friend with one of 
SCORE 00410 .#=2 |RAUECLUEDUETELG 
Saal aliens! 
ay SCORE 82430 m@=1 

You can esther play a 
standerd game of Spsce 
Invedere, or use the Game 
Link end megtermind the 
alien invasion against @ 
friend! j 

be cer hee 
¢ A 

7 —_ 

= - a 


The color may not be ss exciting n the Geme Boy a 7 > ° 
version of Space Invaders, but the mobility is @ big 

bonue Blest sliens wherever you gol m 

Se es , é 


" fn - ‘ r vos GP 
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F) BE THE FIRST PERSON ON THE PLANET 
f7 © TO PLAY KILLER INSTINCT AT HOME!* 


THE ARCADE GAME 


QUARTERS INTO KILLER 
INSTINCT AT THE LOCAL 
ARCADE, YOU'LL BE PLAYING 
THE HOTTEST GAME IN 
HISTORY IN YOUR 
OWN HOME. 


*Or at least ONE of the first . Nin an 

lower can't be responsible if came filthy ric! 
Killer Instinct crazed player camps cut all ight 
on the doorstep of the arcade wholesaler, drops a 
huge wad of cash to buy the game, fen flies iu home in 
his own a eee beat you to the control: 


a 
, Guaddaaaaaaaaaaaans \ 


\p98 | NINTENDO POWER 


Please answer tha following questions on tha postcard provided below, then entor our Player’e Poll Contest by sending it In! 
A. Piease indicate, in order of preference, your five favorite Super NES games. 
B. Please indicate, in order of preference, your five favorite Geme Boy games. 
C. Please Indicate, in order of preference, your five tavorite NES games. 


D. How old are you? G. How meny friends did you show the Donkey 


Kong Country Video to? 


1 Under 6 312-14 § 18-24 
2611 41517 6 25orolder 1. Acouple of friends 
2 Three or four buddies 
E. Sex 3 More than four, but less than a dozen fnends 
4 | loaned It out to averyone in my schoo! 
1 Male 2 Female & None 
H. Are you plenning to get a copy of Donkey Kons 
F. Whet did you think ot the Making ot Donkey Kong 
Country Video that you received In the mall? Country tet yeurivecyiewn? 
1 Iloved it! must get that game!! i Nar 


2 It was kind of cool 

3 What a waste of video tape 
4 Idon'thave a VCR 

5. didn't get the Video 


ai 
as 
o 
a. 
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= 

ee 
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Trivia Question: Who is Donkey Kong’s grandfather? 


Answers to the Player’s Poll - Volume 66 


Name. Tal. _ —— 
Address = sae 

—— State/Prov. ommeeZipPostal 
Membership Number_ = Age 


A. Indicate numbers from 1-108 (from the list on the back of the card} 
6. Indicate numbers 109-172 (from the list on ths back of the card) 
C. Indicate numbers 173-222 (from the list on the back of the card) 


ie 
1, 
a 


B. E F. 
We2zes 4 5 6 12 123465 
G. 
129345 12 
Triva Answer, 


PLUS. eee 


Did you know that you can get 
back issues of Nintendo Power? 
Or special Tip Books designed to 


So what are you waiting for? 
Fill it out. Detach it. Mail it. Here's 
the address: 


make you a Power Animal? Well, 
you can! Just fill out the other 
side of this card. 


Nintendo Power Magazine, 
P.O. Box 97032 
Redmond, WA 98073-9732 
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Super NES Gemes 
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NES Games 
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(90 Se Soe Pott 8 174 Bae ee Zane Prange Ser Tre 


Nintendo Power 


P.O. BOX 97062 
Redmond, WA 98073-9762 


Quart (Limit us 
Fee ee) Folie 9 (sy 295 pra feeo 
BACK ISSUE / TIP BOOK Tost Be om eS Be 
Netime 82 (Sey "33 $50 Bee 
Volume 63 fot") Be sees 
= - — Welume 54 ev 3) brs 00 
ORDER FORM =— Eee te | Be 
= ‘36 (Jan ee) wee eto 
Sr fran ee Hen Secs 
Su ter $50 hoo 
3 s —— Saat aa) on seo 
if you missed these classic Nintendo Power issues, don't miss out now! ——— Warirtueesn bey hoo 
Prices listed include the cover price plus the cost of shipping and handling. — Volum 62 (uty 98) at = 
ue: fone 
— ee shoe 
——— Hite Pr 
fame — Sun 
Salyers an ice oo) 
Fela teovin ad vata mst inva Tata a0 Wut ava bbe vey td guaries 
faeress ‘tratagy Guisew 
Steer superMare ro 3 (Veh 134 40 
Brat Gist arcaey te 71 eee eos 
ity State/ Prov ZpPostal muna SPhayer Extra Wed 13) sae 3008 
{ J To moon 
ict Mariberet ie Sia = OR erases RS See : 
esse 4 Playare! Culdes 
Please check method of payment: ii SE eee — —_ 
(i Check or Money Order 1 MasterCard Visa cease Garay” eee — 
(Payable to Nintendo) Bg BE Aine ne ram fesee H 
rons {Top Secret Passuera Wook fesee Hy 
fen Mitte Pace sirso i 
fre Sheet igre Tue Pa 4 
oe Sipar Maro At Siore Se i 
Sea aaa Linen awananiog ine i 
Credit Gard Number Expiration Date ot rie Metela 
{ } or The Legend at Zeida Camic Book Hae ‘1780 s 
Sree Super Mars Asrantnes Come Book See 3 
Cardholder's Signature Telephone No 


Washngton State recifents add & 245 caler tax {multiply subtotal by 062) OFfervarid whilo sup- Subtotal $ 
‘Cardholders Name phos last AoW 5 to eg weeks (oc dekvary Enclose (hs card along wih your payOaN ST Sales Tax 
Cred sad efcrnabar fe siomped anvelope and ial them to he aadvese‘irtarns Poway SHS TAX § ___ 


Magazine P.O Box $7032 Redmond WA $8073 3732 Total $s 


SECOND PRIZE FIVE WINNERS 


. IN OUARTERS 


HA DOOR-SIZED 
POSTER OF 
FULGORE 


HAKILLER INSTINCT CAP 
AND MEDALLION 


i 


OFFICIAL CONTEST KULES 


To enter, either fill out the Player's Poll response card of print your name, address, telephone 
numbsr, Vo) 66 end the answer fo the trivia question on a plain 8 1/2" x 5° card. Mail your entry 


to this address 


NINTENDO POWER 
PLAYER’S POLL VOL. 66 
P.O. BOX 97062 
REDMOND, WA 98073-9762 


‘One entry per person, please All eniries must 
be postmarked no later than December i, 
1994. We are not responsible for lost or misdi- 
rected mail 

On or about December 15, 1994, winners will 
be randomly drawn from among all eligible 
entries. By accepting their prizes, winners 
consent to the use of their names. pho- 
tographs, or other likenesses for the purpose 
of advertisements or promotions on behalf of 
“Nintendo Power” magazine or Nintendo of 
America Inc {NOA) without further compen 
sation Prizes are limited to one per house. 
hold 

Chances of winning are determined by the 
tote! number of entnes received The ratio of 


prizes to entry cards distributed Is 
56 1,000 000 No substitution of prizes Is 
permitted All prizes will be awarded 
To receive a list of winners, which will be 
available after December 31, 1994, send 
your request to the address above 

GRAND PRIZE The Grand Prize Winner will 
receive a Killer Instinct arcede game 
Estimated value of the game is $5.000 The 
winner must also provide ¢ wntten release to 
NOA Some restrictions apply Void where 
prohibited ay law Not open to employees 
of Nintendo of America, its affiliates, 
egencies or immediate families. This contest 
1s subject to all federal, stete and 
local laws and regulations 
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There are twa big debuts an the Tap 20 charts this manth. Dankey Kang Cauntry cames in at number 
six and Earthwarm Jim is a pleasant surprise, shawing up at number eight. Bath af these games are 
well anticipated, and shauld have strang shawings an the charts far manths ta came! 


10] IPI R 


Temee) SUPER METROID r “Gi ) DONKEY KONG COUNTRY 


a Samus leaps back to the top oR J STUNT RACE FX 


f op (7 SRR 
POINTS Sronth Have yourfound al (eae) EARTHWORM JIM. 
e secrets of Zebes? axe 
7 MONTHS eee (9 G2) SUPER MARIO KART 


14,186 SUPER STREET FIGHTER EL 10-) monra. Koma 1 


POINTS Street Fighter If 1s the cur- 11% BONS SECRET OF MANA 


4 ee eke 12 tis) MEGA MAN X 
(Bvontis the Teder, (43 A) INIGHTY MORPHN POWER RANGERS 
11,489 THE LEGEND QF ZELDA: sunwronernsr (14 ects) SUPER MARIO ALL-STARS 
POINTS | Ganon has the power to (15 ess) FINAL FANTASY III 


destroy the Light World, and 


Cont destroy the Lag Word nd res) FAR INTERNATIONAL SOCCER 
34 MONTHS) EEE, (17 22%) FINAL FANTASY IT 


KEN G GRIFFY IR (7) NBA JAM 18 8) SIMCITY 
ie sae He’s heating up! You (q@@ 2,956 ) U 
11,38 cn Baba of the 11,113) 3 ee ee Rey — 4 


POINTS upper deck. Cartes can POINTS soe , 208s FINAL FANTASY MYSTIC QUEST 
do it can you? 


». Z — JA 
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a LINKS 


THE LEGEND OF ZELD 


You're the star of the top 
game on the Game Boy 


a 


~| charts. 


al 
WARIO LAND:itns""" 
o| | SS Jets] The Players think that 


Wario is bad, and bad is 
good, at least when you play 


9 MONTH 


| Eeceet 
(© 15aso) DOME! Kn 
POINTS fj @ The top banana 1s making 


to waves with his hot new 
ee 
6 MONTHS 


Game Boy game, but his 
(TETRIS | 
2 
rons 


hext game is even hotter! 
SPER HARI LAND 2: 
All of the pieces keep Mario’s biggest Game 
falling mto place, keep- 
128% ing this game near the 
That Link guy is really 
popular. All of his games 
74 MONTHS 
SUPER MARIO BROS.3 


Boy adventure is still a 
top of the charts, 
are on the Top 20 charts 
Mario 1s still trying to save 


favorite with the Pro 
Picks 
this month 
the Princess from the evil 
King Koopa, even after 62 
F443 months! 


The Blue Warrior 1s taking 

on the evil robot army 

Who is really behind this 
9 MONTHS sinister plot? 


METROID 


Samus’ original adven- 
ture 1s gaming popular- 
ity, thanks to her new 
Super NES game. 


| Take a swing at the 
competition in the 


around 
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Ape adventure for ane or twa players 


Donkey Kong returns to the forefront of video games after 
more than ten years The game features fully rendered 
computer animation and traditional platform action, but 
the variety of play and fun characters encountered 
throughout the game make it more of an adventure. Don’t 
miss this month’s insider review. 


EB The ultimate graphics in the best actian adventure game ever for 
the Super NES or any video game systam. It’s simply the best. Battery 
backed-up memory 100 bonus areas 


EE’ Players may miss many of the bonus areas and think the game 1s 
shorter than it really is (You musttry everything to get the full impactl) 
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NOVEMBER 


This game brings together excellent artwork and a unique 
and wonderfully weird sense of humor. The variety of play 
ranges from traditional platform scrolling and jumping to 
some innovative flying stages. Within side-scrolling 
stages, expect to be slowed by puzzles more than by enc- 
mies. This month you can get your first look at EJ, and 
next month Power will give you a special feature review. 


MJ Great animation and variety of play Great irreverant, twisted 
sensa of humor Wonderful cast of anemy characters Cow 
launching! 


Ei Play control feels loose and takes some getting used ta Unclear 
stage paths can cause some frustration 


Campany...- 
Susgosted Retail Price. 
Release Date .. 
Memany Size .. 
Game type 


The greatest hero of American cinema relives his greatest 
action-packed, death-defying, thnll-seeking moments. 
Scenes from all three Indy movies have been included in 
this game along with a variety of game play perspectives to 
add to the challenge. Before trying any of these stunts at 
home, read the Power review in this month’s issuc. 


; 


| 
Adventure tor ane player 


Great action and lots of challenge Follows story sequences for a 
‘true Indy feel 


Gi The animation isn't as stunning as you'd expect. Action limited to 
Jumping, whipping and steering 


NBA action tar up to five players 


Basketball gets a new look 
from EA Sports with one of 
the hottest sports titles of the 
year. Every option you need 
to simulate NBA action has 
been included, both on the 
court and off Check out the 
stats in this month’s Sports 
Scene, 


Excellent animation and Al New perspective for EA Sports B-ball 
Every option and aid to play you can think of Battery backed-up 
memory 1994 schedules end rosters Trading 


G Passing is a challenge Very fast action may leave casuat players 
inthe dust. 


Company... -Bultet-Proof Software 
Suggested Retall Pree $69.00 
Release Date er 1994 

Megabits with DSP 


Indy ear racing for ane ar twa players 


One of the top drivers of the 
Indy car circuit brought his 
knowledge of the courses and J 
Indy car racing to this game. 
From the smooth scrolling sil? 
graphics to the race tactics, it xe pcemagapeae 
paid off with a realistic Indy 
car simulation. The playback 
feature lets you relive your 
great achievements, or learn from your mistakes. This 
month’s Sports Scene goes down to the track for a close-up 
of this speedster. 


Good Mode 7 graphics effects and simulated speed Good play 
control Two player option Passwords Playback mode with movable 
camera positions. Soma very challenging courses 


Gi Limited car modifications Michael's voice warnings can be 
confusing in two-player games. Unrealistically aggressive 
opponent drivers, 


This mix of side-scrolling action with RPG and adventure 
style elements makes for a dcep game that 1s fast-paced 
from moment-to-moment.This month, Power looks m on 
the whacky antics of this island-hopping hero. 


A good mix of action and adventure with puzzles, stems and help- 
ful characters 


Gi Like previous Adv Island games, the theme ts pretty silly Be 
warned this isn't a straight hop and bop 


Arguably Koei’s best RPG to date, Uncharted 


Waters—New Horizons combines the RPG depth of the 
original Uncharted Waters with the adventure elements of 
Inindo and the strategic considerations of PTO. What this 
makes 1s a vast game for players who love to immerse 
themselves. The cconomic component 1s particularly 
strong as you must trade cargoes around the world to make 
your fortune and build your fleet. The role you choose to 
play can be either male or female, and you can represent a 
number of nations. Interestingly, the players you don’t 
choose to use may also show up during the course of the 
game as rivals or friends. From charting new ocean routes 
to fighting restless natives, New Horizons simulates the 
great age of exploration and in so doing may convert 
adventure fans to this more cerebral type of game 


Ed High seas adventure, riches and piracy—great thame! Battery 
backed-up memory APG and strategy gaming Very deep (and we're 
not just talking about the ecean here} 


Some diatogue sequences seem endless Graphics leave some- 
thing te be desired Menu control not always intuitive, making 
patence and the manual a must 
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Sparkster’s many moves make this game much more than 
your average side-scrolling action title. He jumps, shoots, 
flies for hmited distances and blasts a wide variety of ene- 
mies. Nintendo Power covers the strategies of using rock- 
et-packs and prehensil tails in this issue. 


€xcellent graphics and play control Good vanety of play Cool 
moves. Special stages with vehicles 


i Repetitious enemies Nothing really new in theme or game play. 
- — 
wi 
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Campany... . Spectrum Hoey 
Suggested (Rated Price! oat ee acim $4900 

Release Date Navember 1994 
Memary Size. 4 Megabits 
Game type. uzzie for one or twa players 


As previously reported in Power, Wild Snake was devel- 
oped by Bullet-Proof Software although Spectrum 1s pub- 
lishing the title under its new Alex1 Pajitnov Introduces 
label. The creator of Tetris helped in the development of 
Snake, and you'll feel the same sense of mental-captiva- 
tion with this game, Power covers both the Super NES and 
impressive Super Game Boy versions of the game this 
month. 


Gi Challanging and vary addictive like Tetris, Eight gnd shapes. Four 
backgrounds 


GB Game progresses slowly. 


ww EA Sparts 
-Nat Available 
-Navember 1994 

.8 Megabits 
NFL football for up to five players 


The Madden series of football games returns for its fourth 
season on the Super NES with some excellent new options 
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The biggest change may be that rosters are included for the 
first ume, allowing players the ability to make substitu- 
tions, which 1s vital because EA Sports also included 100 
injuri¢s in this game. The field view is slightly modified 
from previous year’s games and the playbooks have been 
updated and improved. The battery-backed up memory 1s a 
long overdue improvement 


(5 44 player rostars and injuries Battery hackad-up memory. Good 
graphics and pley control New rules included 


Gi Actual players are not included, just numbers. The character 
graphics don't look quite as sharp as Maddan ‘94 


16 Megabits 
FL football for ane ar twa players 


Chris Berman of ESPN introduces this football game 
featuring NFL teams and a behind-the-offense perspetive 
that scrolls up and down the field using the Super NES’s 
Mode 7 graphics abilities, Check out the scouting report in 
this month’s Sports Scene. 


Gi Good scrolling parspective 
NFL taam license Battery 
backed-up mamory. 


EB Difficult passing play contro!. 
No mult-player adaptar option or 
instant replay 


Campanyy .... 
Suggested 
Release Date .. 


.Callege football for up to ‘four players 


Most of the top football schools in the NCAA including 
Pac 10, Big 10, Big Eight, SEC and other major conference 
teams are included. Sports Scene rounds out this month’s 
football coverage with a look at this collegiate offering 


3 Good Artificial Intelligance and 
real teams. Easy to play Battery 
backed-up memory Mult-player 
option with a mult-playar adapter 


i Small on-fiald characters and 
overall simphstic graphics and ani- 
mation Limited options, Poor 
sound 


Company ..... 
Suggested Ret 
Release Date 


Racing tor one or two Players 


Players can cace in Go-Karts, Snowmobiles, IROCs and 
Indy Cars. There are three 
race courses for cach type of ae 
vehicle and a bonus race 
against Al if you win all four 
circuits. Sports Scene takes a 
test drive this month, 


GlEasy courses end quick 
rewards—aimed et young players 


Gi Simpiistic graphics in most stages plus poor animation Not much 
challenge. 


Com 

Suggested Retail Price a $69.95 
Release Date lovember 1994 
Memory Size .16 Megobits 
Game type. Street b-ball for one of two ployers 


Jammut! is a different type of 
showboat b-ball game. The 
matches are one-on-one street §j 
ball against digitized oppo- 
nents with wagers on the line 
Sports Scene goes down town 
this month 


EJ Unusual graphics with street appeal The tournament includes 
some interesting variations on one-on-one hoops Two-player option 


G Poor play control Trash talk is awkward and gets old fast 
(Fortunately, you cen turn off the Trash Talk moda } 


This aptly named puzzle game requires players to move 
four “Brainies” about various 3-D boards with tracks 
where the Brainies travel. All four Brainies must be moved 
into their nests, but to reach the nests you"ll have to move 
the Braimtes past obstacles in the correct sequence. There 
is a ume limit and various objects that can add to the diffi- 
culty (such as bombs) or help you out (such as the clock.) 


You can also eatn “passes” 
brain-bending levels 1f you 


so that you can skip 


Gi Fairly challenging 101 levels 
Easy to learn 


Gi Excitement factor ts pretty low, 
but puzzle fans may find enough 
challenge to make this interesting 


Company. 
Suggested Retall Price. 
Release Date 
Memory Size.. 
Game type 


The Tour de Grunge 1s a bicy- 
cle circuit with a truly strange 
field of nders This game is 
virtually identical to the 
LifeCycle’s Mountain Bike 
Rally, which can be played 
while peddaling on the 
LifeCycle from LifeFitness. 


Only bicycla racing game Battery backed-up memory 


@ Little challenge and unreahstic animation 


Company. 

Suggested Retail Price $59.95 
Release Date... November 1994 
Memory Size Megabits plus DSP ehip 
Game type ..3-D tournament for one or two fighters 


This intriguing fighter utilizes different sized 3-D balls to 
create the various fighting characters in the game. Because 
the program can quickly manipulate the balls at any angle, 
the result 1s a 3-D experience unlike any ot other you’ve seen. 
One problem with the game ts 
that the balls are constantly 
flying apart and realigning 
themselyes, which can make 
it diffieult when you try to 
time your attack. 


Very intaresting perspective and a fun idea 


Gi Following and controiling the movas can be difficutt 


Company... GIE Interactive 
Suggested Retoil Pree weno $69.95, 
Release Date 
Memary Size 


Game type .......Inline skate sireet hockey for up to four players 


Street hockey may be one of the hottest new sports 
around, but GTE Interactive doesn’t do it justice in their 
second street style game. Like Jammut!, the game includes 
Trash Talking, but 1t also has a multi-player option if you 
have a multi-player adapter. There are tye. game options 
and several street locations. 
Sports Scene looks in on & 
Street Hockey this month. 


i Interesting graphics and a four 
player option 


i Awkward play control. 
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Campany .... 
Suggested Retail Price. 
Release Date 
Memary Size. 
Game type... 


With a boat, a pole, a tackle box full of lures and a lot of 
patience, you can enter the latest Super NES bass extrava- 
ganza. The game takes you through every step, from driv- 
ing your bass boat to choosing 

lures to casting and recling. 
About the only thing you 

don’t get 1s the smell. 


The fish look good, and it’s tough 
to get them to bite Very realistic. 


i Some players will find this and 
other bass games to ba tedious 


lectranic Arts 
$6995 


.16 Megabits 
foummament fighting for ane of twa players 


Shaq 1s a force m martial arts just as he 1s on a basketball 
court, at least in this fantasy-oriented game Shaq 1s the 
only real person pictured. The other fighters range from 
ghoulish to alien, and the 
backgrounds against which 
they fight are also fantastic, 
supernatural type locations. 


EDA fun idea with some good 
graphics and animation. (Players 
should keep in mind that thera Is 
no basketball at all in this gama ) 


EB Not a very challenging fighting game when fighting the computer. 
Play control isn‘t sharp Smali characters 


MIGHT & MAGIC II: 
ISLES OF TERRA 


PG for ane wizard 


Finally, the first person perspective epic has arrived, and it 
offers RPG fans a vast world with countless secrets. Your 
party of adventurers must destroy the evil on Terra while 
searching for a great wizard. Fighting is pretty standard as 
our the races you can recruit. 
Where Might & Magic III 
scores over many other 
games of this sort like 
Dungeon Master or 
Capcom’s Eye of the 
Beholder is the amount of 
freedom to explore and dis- 
cover things. 
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Lots of exploration Good music and graphics. Impressiva dapth of 
play Battery backed-up memory 


Gi Interior areas difficult to navigate dua to unvaried backgrounds 
Standard fantasy story and characters Some aspects of the play 
control are awkward 


BARBIE VACATION 


ADVENTURE 


Company 
Suggested 
Release Date 
Memary Size. 
Game type.. 


.Multiple activities with Barble tor one player 


When Barbie, the super doll, goes on vacation, she chooses 
her outfits then tries various activities like horse riding 
and setting up a tent. The animation 1s slow and stilted, 
making the game speed seem 
slow, as well. In some 
activities, the Controller 
functions are a great mystery 
and performing the activity 
becomes frustrating. 


Ken is nowhere to be seen. 


i The ratings in the Now Playing chart tell the story on this one Ail 
four categories score below average 


Beethoven the Saint Bernard rolled over the theaters of 
America, but video game players demand more than a title. 
Hi Tech delivers a large, lumbering, hairy dog. This is not 
a Super Game Boy enhanced title. 


He was a great composer mn spita of being deaf 
GB Very slow play control respansa Uninspired game design 


SPACE INVADERS: 
THE ARCADE GAME 


Company. 
Suggested Retail Price 
Release Date 
Memory Siz 


Game Type lassic: arcade for one ar twa players 


Taito, Space Invaders was purchased by Nintendo and 
dropped back mto development. What reemerges for this 
fall is a Super Game Boy game that also includes a 
full-color Super NES game program, as well. For a closer 
look, turn to this month’s Power review. 


Both Supar Game Boy and Super NES games in ane Game Pak 
Classic Space Invaders never looked or played so gaad 


BB This early video game hit doesn't have the flash and axcitement of 
today's mora sophisticatad programs 


CONTRA: THE ALIEN WARS 


Company ... 
Suggested Ret 
Release Dote 
Memory Size 
Game type.... 


Not 
November 1994 
1 Megabit 


The Contra series continues with the second Game Boy 
battle against invading aliens This 1s side-scrolling action 
that never slows down. Bullets fly as thick as hail, but you 
¢an pick up plenty of powered-up weapons, You can also 
pick up some survival tips in this month's review. 


Good challenge end lots of action 


{Bi No Super Game Boy border. Poor sound Control response seams 
slower than Operation C 
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SPACE INVADERS: THE ARCADE GAME NINTENDO 


Jame chart by understanding , 

ie categaries. Title, Campany , 
and game type are self explana- | 
tary. Use this Key ta understand 
Play infa and the valuable Pawer 
Meter ratings 


| BATT = BATTERY 


| PASS = PASSWORD 


S = SIMULTANEOUS ! 
A= ALTERNATING 


PLAY CONTROL 
CHALLENGE 


P= 
C= 
T=THEME AND FUN 
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(E2] DISNEY’S THE LION KING 


Disney's The Lion King movie may 
have spawned a million licensed 
products—enough to make even a 
hon lose his appetite—but there’s one 
licensed product that this Pak Puma 
couldn't keep his paws off of The 
Super NES version of The Lion King 
has something for every video game 
fan or movie buff alike. Two months 
ago we showed our Pak Peckers a 
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ghmpse of the game and told them 
about the 2000 cels of animation that 
Disney artists created for this game 
As impressive as the graphics and 
game play are, however, there's 
another aspect of the game that stands 
out from the pack 

Jn our first look at the Super NES 
version of The Lion King, we didn’t 
have a chance to compare it 
side-by-side to the Genesis version. 
In most other respects, the Super NES 
and Genesis games were similar 
because Virgin used the same charac- 
ter animation in both games But in 
the sound category, the difference 1s 
staggering. In the Super NES 
version, you'll receive the full, rich, 
symphonic sound of the movie, 
including vocals in some selections 
This is possible because the Super 
NES makes use of actual sampled 
sounds (such as real instruments and 


VIRGIN 
INTERACTIVE 


voices) and reproduces them in 16-bit 
sterco clarity. The result is that the 
sound effects and music help recreate 
the atmosphere of the movie and add 
depth to the game play experience. In 
comparison, the Genesis version has 
only flat, synthesized sound because 
it is limited by the Genesis’ 8-bit 
audio processor, and there are no 
vocals. If you have a choice, the 
Super NES version wins in every cat- 
egory, but the big winners are the 
players due to the exceptional sound 
reproduction: This Pak Listener 1s 
encouraged that more and more 
developers like those on the co-pro- 
duction teams at Virgin and Disney 
who worked on the Super NES ver- 
sion of The Lion King are taking the 
tume to give players the quality they 
deserve, Graphics are important, but 
other game elements can add just as 
much to the gaming experience. 


ED 


The flying rodent 1s back and just as 
cool as ever. In Aero’s second adven- 
ture, he finds himself warped to a 
weird world by entering a magic box. 
Arch-villain Edgar Ektor 1s certainly 
behind it, but you'll have many stages 
of diving and drilling action before you 
—— 


eee oa) 


Top Gear 3000 blasts mto outer space 
with a futuristic racing game that com- 
bines many features of the previous hit 
titles in the Top Gear series. The first 
thing that this Pak Gearhead noticed 
was that Earth was left behind for a 
tournament of races on alien planets. 
The fact that most of the planets looked 


find out for sure. Acro 2 has the same 
great graphics and music of the first 
game, and it also has the same unusual 
attack mode that 1s difficult to get used 
to. The vanety of play 1s exceptional, 
as in the first game, with Aero puzzling 
hus way through large stages filled with 


a —————.. 


pretty Earth-bke dummshed the effect, 
and there weren't any of the wild inter- 
stellar characters of Rock ‘N Roll 
Racing. Where the new game scores 
over the older versions is that there 1s a 
multi-player option for up to four 
drivers 1f you have a multi-player 
adapter. Unlike Ubi Soft’s Street 


aS many cool gadgets as cnemies. 
There’s also an added bonus—a shell 
game with Ektor, in which you guess 
which cup the golden Acro 1s beneath. 
Although Aero may not be for every- 
one, this Pak Bat thinks it’s definitely 
worth a play. 


Racer, which also has a four-player 
mode, Top Gear 3000 divides the 
screen into square quarters rather than 
making four thin slices for each driv- 
er’s viewing window. In the tourna- 
ment mode, you can win big moncy 
prizes, then turn the cash into better 
engines, boosters and other parts. 


When your Pak Player first plugged in 
aversion of Ardy Lightfoot almost two 
years ago, not only was the game far 
from finished, it was also the property 
of ASCIiware. Now, the game 1s com- 
plete and it’s being brought to you by 
Titus. The game features excellent 
graphics and a varicty of play that 
exceeds most standard action games. 
It’s a bit strange, too For instance, 
Ardy has a spring-loaded tail He also 
has a little compamon, Pec, whom he 
uses to throw at enemtes...what a 


friend! Ardy’s quest 1s to collect seven 
pieces of the rainbow in 17 areas while 


hx 5 See eee. 


the evil Visconty tnes to do the same 
thing Look for Ardy around January 
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C2 


Get ready to thrash with Frosty, Tiny, 
Blob, Nana, Octo, Lucy, Goo Goo, 
Hoppy, Kanga and their nine evil 
counterparts in C2: Judgment Clay 
also known as Clay Fighter 2. 
Interplay’s latest comic fighting game 


aa . 
y . 


ED 


Remember the Kobiashi Maru? Every 
Star Fleet cadet worth his or her 
stripes has had to command the 
doomed ship im the ultimate test of 
character. Interplay’s Star Trek: Star 
Fleet Academy puts you into the train- 
ing simulator for just such a test. The 
many missions, which include The 
Wrath of Khan and Undiscovered 
Country, seem more real than any pre- 
vious Star Trek license Once you're 
in the simulator, you'll find yourself 
commanding a Star Fleet vessel, or 
possibly an alien vessel, like a 
Khingon or Romulan ship You'll have 
control of all ship systems including 
weapons, navigation, communications 
and engineermg. The interface ts the 
best Star Trek bridge simulation 


Ge 


The latest reincarnation of EA 
Sports’ hit hockey game will take to 
the ice this fall when NHL ‘95 arnves. 
What's new? First off the game con- 
tams the NHLPA license and ‘93-'94 
roster listings. There's a trade option, 
player creation mode so you can load 
your team with stars, team and indi- 
vidual stats and a battery backed-up 
memory. Other features mclude sea- 
son play, instant replays, all NHL 
teams and logos, The Make Player 1s 
the coolest of the new options After 
naming your rookie, you can expend a 
limited number of points on IT skill 
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has mainly new characters, improved 
graphics and animation and a slough 
of options, but the most fun 1s still to 
be had with two players squaring off. 
Although most of the characters and 
their moves are cool, few have the 


appeal of characters in the orginal 
Clay Fighter like Blue Suede Goo and 
Hilda. For Clay fans that just can't get 
enough, there will even be a TV show 
in the fall of ‘95 featuring Interplay’s 
comical molded characters, 


“ — 


ever—far better than the awkward 
bridge control that met Trekkers 
aboard Spectrum Holobyte’s Star 
Trek. The Next Generation. On the 
other hand, Star Fleet Academy lacks 
the character adventure elements of 
StarTrek The Next Generation, which 
was that game's strength. Instead, Star 
Fleet Academy really feels like a 


y N 


“ 


simulation game. It even includes a 
two-player battle mode. Most surpris~ 
ing of all, however, 1s m this day and 
age of 16, 24 and 32 megabit games, 
Star Flect Academy packs some of the 
best sci-fi graphics and gaming into a 
seemingly tiny four megabits. When 
can you go star-hopping? Look for it 
by late December or January, 


4a “ 


categories including speed, agility, 
endurance, shot power, aggression, 
stick handling and checking. You can 
create a balanced player, a speedy 
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BEF, AW AREN! 


offensive star or a solid goalic. On the 
ice action feels pretty similar to previ- 
ous incarnations of this game, which 
means that it’s the best around. 


Koei is breaking the mold and 
redefining what a strategic role play- 
ing game should be. The recent 
Uncharted Waters: New Horizons 
was the first step, but the next step 
may be even more dramatic with Rise 
of the Phoemx. The game, currently 
in development, will be based loosely 
on the Romance of the Three 
Kingdoms series, Again, the main 
characters are Chinese rulers of long 
ago, but in this case there are two 
main rivals rather than a dozen, In 


KGSNBA J 


The b-ball arcade hit of last year 
comes to the Game Boy in a surpnis- 
ingly sophisticated rendition. The 
most impressive part of this game is 
that the graphics are clear and the 
play control 1s solid. Most previous 
hoopsters for the little screen haven't 
excelled in either area. It’s not a 
Super Game Boy enhanced pak, but 
this Pak Passer didn’t really mind 


If this game looks familiar, it’s 
because it 1s a revamped, Super Game 
Boy version of Bomberman with the 
addition of Wario. This is truly a 
Bomberman game, which means that 
it’s fun enough to keep players bomb- 
ing for hours at a time. The idea 1s that 
you run around bombing obstacles and 
enemies while trying to remain out- 
side the range of other bombs. It’s 
tougher than it looks, Wano Blast also 
has the added cballenge of play fields 
that scroll on the one-player games 
That opens up a lot of strategic possi- 
bilities that no previous Bomberman 
game had. Wario Blast also features a 
four-player mode for players with a 


RZ) wario 


fact, the game 1s meant to be played 
as a two-player strategy game. 
What's beyond Rise of the Phoenix is 
even more exciting. Koei, like Square 
and Emx before it, has decided to 
enter the realm of true adventure 
games along the lines of The Legend 
of Zelda, The first title for Koer will 
be Brandish, due out in March of ‘95. 
Described as Secret of Mana-hke, 
Brandish has an overhead view, lots 
of exploration and hands-on combat 
This Pak Adventurer can’t wait. But 


that isn’t all. Perhaps just as big is the 
announcement of Koet's interstellar 
strategy game. It hasn’t been named 
yet, but this game of galactic con- 
quest will feature fleets of ships that 
are used to expand vast empires. This 
type of game has enjoyed lots of suc- 
cess on PCs with Masters of Onion 
and Planets VGA, but this will be the 
first time that such a game has been 
created for the Super NES, and it’s 
long overdue. 


The lack of a two-player Game Link 
option, however, was a mistake. 
Sdll, the action rips with the NBA's 
hottest stars and unbelievable super 
shots. It certamly won't replace the 
Super NES version, or the upcoming 
Tournament edition which Acclaim 
1s bringing out in ‘95, but for 
on-the-go gaming, this NBA Jamis a 
winner 


mulu-player adapter for the Super 
NES and a Super Game Boy. This Pak 
Bomber has to go on record one more 
time as saying that you haven't lived 
until you've played a four-player 
round of Bomberman As for Wario, 
he adds a certain comic feel to the 


game that the helmeted Bomberman 
lacked, but if you're a purist, you can 
also play with Bomberman himself. In 
short, Wario Blast is the best of both 
worlds, Game Boy, Super NES, 
Bomberman and Wario You get it all, 
and lots of fun 
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Acclaim Entertainment continucs to make mayor moves 
that will ensure a hot lineup of new game licenses. The 
most recent announcements from Acclaim reveal a deal 
with Warner Bros. that will make use of Acclaim’s motion 
capture technology in the upcoming feature, Batman 
Forever According to Acclaim, this 1s the first time that a 
technology pioneered in video games has been used in a 
motion picture. Although we don’t know what special 
effects will be created for Warner, the deal also gives 
Acclaim the nights to the Super NES game, which should 
share some of the same special effects as the movie. Other 
moves by Acclaim include the purchase of Voyager, one of 
the largest comic book publishers in the country, and the 
purchase of a minority interest in Digital Pietures—a soft- 
ware company that is pioneering technologies that com- 
press video imagery and speed up response times of 
on-screen video characters. 

Tf there’s one thing that makes a video game come alive, 
it’s being able to play agamst another person. The Catapult 
modem for the Super NES will allow players to take on all 
comers, even if they live across the country. So how does 
the Catapult work? A player calls up the Catapult access 
line using the modem and specifies the game he or she 
wants to play. They can set it up to play agamst a specific 
player (who must also be online) or compete against play- 
ers of a specific skill level. The system should work with 
any two-player game such as Super Street Fighter I, Mortal 
Kombat II or NBA Jam. Catapult estimates the monthly 
service charge for access should be less than $10. Very 
cool! 

Speaking of cool, one of the hottest comic cast of char- 
acters in history is coming to the arcade soon from 
Capcom. The X-Men arcade game features the super heroes 
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and villains made famous in comic books and TV. This is a 
tournament fighter, unlike the X-Men Mutant Apocalypse 
for the Super NES, which 1s due out this winter. 

Also due for release this winter 1s Break Thru, a puzzle 
game from Speetrum Holobyte with a difference Instead 
of starting with an open area that fills up with tetrads, Dr. 
Manio’s vitamins or whatever, you start with a filled area 
that you must empty. Sure, it sounds easy, but reducing the 
final rubble pile at the bottom can take just as much cun- 
ning as flipping your tetrads to form a lme in Tetris. A time 
lumit adds to the challenge. 

You can challenge some of the best pro athletes this 
month m a multi-city event sponsored by Mindscape and 
the Make-A-Wish Foundation. On November 19th, 
Mindscape will have play stations with its new NCAA 
Football, and pros on hand to play agaist you. For the 


event closest to you, check the following list of suburban 
locations: North Point Mall, Alpharetta, GA; Lincolnwood 
Town Center Mall, Lincolnwood, IL; Town East Mall, 
Mesquite, TX; Smith Haven Mall, Lake Grove, NY; King of 
Prussia Mall, King of Prussia, PA; Wonderland Mall, 
Detroit, IL; Town & Country Shopping Mall, Houston, TX; 
Vallco Fashion Park, Cupertino, CA; Del Amo Fashion 
Center, Torrance, CA, Fashion Center at Pentagon City, 
Arlington, VA. 

What’s new on the licensing front? Capcom’s Mega Man 
is on the tube this fall. Tim Allen's Home Improvement from 
Absolute has finally been nailed down for its release next 
month Hi Tech has landed the Casper license, based on 
Spielberg’s upcommg movie and the license for Apollo 13 
with Tom Hanks, Hi Tech is also coming out with a football 
game for young players called Team NFL Heroes, which 
features diminutive players and simple plays. Also on the 
tiny sports scene 1s T*HQ, which has reached an agreement 
with BA to expand its licensing of EA titles for Game Boy. 
In addition te Madden ‘95, T*HQ will be publishing 
Michael Jordan’ s Chaos in the Windy City and Shag Fu plus 
a full line of EA Sports offerings. Pak Watch also received 
the finished seaQuest DSV from T*HQ, and it looks A-OK, 
as you can see. Oh, and what discussion of monster licenses 
would be complete without mentioning Ocean’s Jurassic 
Park 2. in this loosely adapted Super NES game, you’ll find 
yourself on a wild dino hunt through the jungle and other 
areas, Armed with an incredible array of weapons, you’ll 
blast everything that moves and probably still get munched 
by a raptor. Ocean felt the Jurassic Park license needed more 
action and they gave it to you in a double serving. 

This Pak Tracker was recently carried back to the carly 
days of the NES when an Excitebike look-a-like for the 
Super NES showed up. Moto X from Trimark slaps you 
down on brutal cross-country courses with hills, jumps, pits, 
obstacles and over-heatmg engines. The game scrolls side- 
ways like the classic Excitebike, but the graphics were con- 
siderably better 

In other time warp news, Time Cop from JVC doesn’t 
look like at will make 1t out by the end of the year. Look for 
it in February or March Tarzan from Gametek has also 
been delayed until carly 1995. Accolade has updated its 
Brett Hull game with Brett Hull Hockey ‘95, due out nm 
January. And Nameo 1s working on Pac In Time, another 
adventure for the timeless Pac Man. 

Your Pak Hunter has been patiently stalking the VR 
32—Nintendo’s new 32-bit technology-—and bas managed 
to catch up to it 
at the Sho 
shinkai video 
game exposi- 
tion in Tokyo. 
Next month, 
we'll have the 
first close up 
look at this 
amazing new 
game system. 


SUPER NES 


Addama Family Values 

Tha Advanturas of Batman & Rahin 
‘Aera Fightar 

Aaro Tha Acrahat 2 

Ardy Lightfoot 

Battlatech 

Baavis And Butthaad 

Brutal: Pewe af Fury 

C2 Judgmant Clay 

Captain Commanda 


Demon’ Crest 
Dragon View 
FireTaam Rogue 
Futura Zona 


Approximate Relaasa 


Fell 94 
Fall ‘94 
Fall 94 
Fall ‘94 
Winter ‘95 
Fall ‘94 
Falt ‘94 
Fall 94 
Winter ‘95 
Fall ‘94 
Fall ‘94 
Fall ‘94 
Fall ‘94 
Fall ‘94 
Fall ‘94 
‘Winter ‘95 


The Greet Circus Mystery Starring Michay and Minnia Fall ‘94 


Guts 
Juggernauts 
Kid Klowa la Crazy Chase 


‘'s Advaetura Chaos In Tha Windy City 


Michay Mania 

NCAA Fine! Four Bashethell 
NHL ‘95 

Pitfall. The Mayan Adveeture 
Risa Of Tha Phoanix 

Rise Df Tha Robots 

Robo Trah 

‘Samurai Shadown 

saaQuast DSV 

Sparkstar 

Star Trah. Star Flaet Academy 


Super Bomber 
Super Return of the 
Tarzan 

Tia Star 

Top Gaar 3000 


Fall ‘94 
Winter ‘94 
Fall ‘94 
Winter ‘95 
Fall ‘94 
Fall 94 
Fall ‘94 
Wiatar ‘9S 
Fall 34 
Fall 94 
Winter 95 
Wintar ‘95 
Fall 94 
Fall '94 
Fall ‘94 
Fall ‘94 
Winter ‘34 
Fall 34 
Fall 34 
Fall 94 
Fall 94 
Wistar ‘95. 
Fali ‘94 
Winter ‘95 


GAME BOY 


Maddan ‘35 
NBA Jam 
Race Days 


Fall 94 
‘Wintar ‘95 
Fall ‘94 
Fall ‘94 
Fall ‘34 
Fall ‘94 
Fall ‘94 
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Comine In Becemper, Votume G7 


HOT, WE'RE 

COVERING IT A 
SECOND TIME! THIS 
TIME EARTHWORM JIM 


Catch the virtual 
FACES SOME OF THE TOUGHEST ENEMIES IN THE Nintendo's top secre 


LATER STAGES OF THE GAME. DON'T MISS OUT! 


——T se 
7s FF 


Uniracers 


Don't miss the latest installment 
on this awesome RPG! 

The famed mouse starsin two 
different games next month 


Remember the Frame-It contest? 
Thebest are here next month 


Zero the | 
Kamikazee Squirrel 


Super Return of the Jedi 


) 


All heck is breaking loose in the 
nether world. If you think that 
the bad guys are evil, just wait 

until you meet the good guys. 


ae i PO CHALLENGE TRADING CARDS 


rr 


te ap IENG ERS 


KIRBY'S 
ADVENTURE 


ie Son ear 


zoe You've yet them on the num, cart 
youtinish the micelon? You are alone in the 
devert with jut your wite and a fully armed Mf 
tank te raly on, With Inoer guided sktells and 
smoke screens, you have to defeat Scud 
Launchers, 


and enemy tanke! 
BRN Fine the first miselon wivicut 
using: 
Laoor Gaided Shatls 
Laver Guided Shells & Smoke 
Serene 
Laver Guided Shells, Smoke 


Scroone, & 120n0m Shells 


™ & ©1994 AbsaloeEntertormont rk 


POWER CARD #151 


ibe PREAISTORI MAN 


DESCHPHIONN For Prohistorik Man itis always 
lunchtime! Armed with a club and an appetite, 
he's our to fill hus empty stomach. Ina time when 
dinosaurs rated the Earth, one man may have 
bitten off more than he can chew! 


KUABENCEN How far can you go on only t 
man? 


thevel 
Slevels 
Stevels 


SYSTEM: Game Goy 
GAME TYPE: Action 
# OF PLAYERS: 1 
RELEASED; 11/94 
COMPANY: Titus 


) POWER CARD #128 | 


Tet 
tine 


a 


GT i's up t0 Joe and Mac te seve 
Gerk hee stolen 


SORPTION From the aeind of Afoay 
Pallnay come BroakTir! iatend of crveing 
lines t disappear, you have ts make the crested 
patiorns disappear! A new twist on a claesic 
title, Break Thru! will have you playing and 
Playing snd playing... 


DEN Fines pave: tow mae: time ona you 
fneve ltt on ta ivr abr yon ave olaared te sorvon? 
‘18veconds 


seconds 


on, aa Te ka 


sheir caveman viliage once again. 
ate Creve fram the villoge ace italic o Joe and 


‘Mac to got it heck! Travel the courtyside fighting 


an mossrinern of 
ts Gork and the Crown, 


) REE few mary hearts can you final 


he Stopocasurve with? 


SYSTEM: Super NES 
GAME TYPE: Action 
OF PLAYERS: 2 
RELEASED: 


aM 
COMPANY: Det Exot 


graphics that are even better than the orginal. 


preisioteric be! guys en your way 


(MERE Foi tong, Commy, Dov Jay, and T. 
Hawk want a crack at Mf Bison. Along with 
exciting new fighters, there are new options and 


New locations and challenges await—can you 
wil hese pew chip Tico teape?! 


MERRIE sing any choractor inthe Tine | 
Challeage, how fast can you beat M.Bison? 


Novice: Seconds 


intermediate 25 Seconds 


Pro, t8Seconis 


8,0 Cajun Got 1991198 1994 8D Cope USA ne 1981183 1 


SUIT chs et too 
nawech at first glance. But weich sul get tee clove sod 
‘his anacing sucon shity wil make short work of 
anyane wie gets in hls way while he ties to retriove the 
seven plocas ofthe Star fod. Able te use hie enemy's 
ticks fer hic awa barvlit, Kiriy is one tough croont sett! 


BA Fines the game witts 100% veing 
my 
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BACK ISSUES 


These Nintende Pewer Issues are available Individualty 
Add them te your collection! They contain these exciting 
reviews: 

Volume 51 (Aug: "93): Street Fighter I! Turbo 
Zombies Ate My Neighbors, Alien’ (Super NES) Goof 
Troop, Nige] Mansell’s World Championship, Speedy 
Gonzalez Stat Trek ‘The Next Generation, 411-1 Funpak 
Vol HL Jurasste Park(NES) King s Quest 

Volume 52 (Sept. ’93): Final Fight 2. The Seventh 
Saga, Super Marto All Stars, Rock 'N. Roll Racing. 
Family Feud, Final Fantasy Legend IL, Felrx the Cat 
(Game Boy), Pinball Dreams, Indiana Jones & The Last 
Crusade, Cartoon Workshop 

Volume 53 (Oct. °93): Super Empire Stakes Back, 
Moruil Kombat, Super Bomberman, Plok, Cool Spot, 

Pac Attack, Wing Commander The Secret Missions 
Mortal Kombat (Game Boy} Sports Illustrated 
Championship Jurassic Park (Game Boy), WWF King of 
the Ring, Lemmings (Game Boy), Battleship (NES) The 
Fhntstones—The Surprise at Dinosaurs Peake 

Volume 54 (Nov °93): The Secret of Mana, Super 
NES Sports. SimAnt, Aero the Acro-Bat, Jurassic Park 
(Super NES), ActRaiser 2, Ultima Runes of Virtue I, 
Kirby's Pinball Land, Gear Works, T MN T Touriament 
Fighter (NES) Pac-Man/Ms Pac-Man 

Volume 55 (Dee, ’93). Disney’s Aladdin, Clay Fighter, 
NUL Staniey Cup Daffy Duck ‘The Marvin Missions 
Battle Cars, Super Scope Roundup Tom & Jerry Frantic 
Antics, Mega Man BZ (Game Boy), Mega Man WI (NES), 
Tetns 2 

Volume 56 (Jan. "94): Meza Man X, Flashback, 
Claymates Soldiers of Fortune, TM NT Tournament 
Fighters, Battletonds & Double Dragon The Ultimate 
Team Batman The Antmated Senes, TM NT IL 
Radical Rescue, Tetris 2 (Game Boy), Disney’s Chip N 
Dale Rescue Rangers 2 

Volume 57 (Feb. "94); Bugs Bunny Rabbit Rampege 
‘Young Merlin, Skyblazer Inspector Gadgct, The Sports 
‘Scenc, Lester the Unhkely, Choplifier II, Spider-Man & 
The X-Men in Arcade’s Revenge (Game Boy} The 
Stmpsons Bart & The Beanstalk, Zod s Revenge Star 
Tropics H. 

Volume 58 (Mar. '94), NBA Jam Wolfensem 3-D, 
Super R-Type Il, Metal Marines, The Flintstones The 
Treasure of Sterra Madrock, Wano Land Super Mario 
Land 3, Zoda’s Revenge Star Tropics Hl (Part 2} 
Volume 59 (Apr. °94): Ken Griffey Jr Presents MLB, 
Star Trek The Next Generation, Mickey s Ulumate 
Challenge, X Kahber 2097. Tinie Trax, Tum and Bum, 
No-Fly Zone. Pinball Dreams, Super Pinball. Super 
Metroid Preview, Prehustortk Man, Walt Disncy 5 The 
Jungle Book (NES) 

Volume 60 (May '94); Super Metroid, The King of 
Dragons, Joe and Mac 2 (Super NES), The Jeisons 
Invasion of the Planet Pirates. The Sporis Scene, Spectre 
Katghts of the Round, Solitare Funpak, Black Bass Lure 
Fishing, Bonk s Adventure 

Volume 61 une °94): Disney's Beauly and the Beast, 
FireStriker Clay Fighter- Tournament Edrtion, Spike 
McFang, SlamMasters, Fatal Fury 2, A$ P Air Strike 
Patrol, Super Loopz, llluston of Gara (preview). Donkey 
Kong (Game Boy), Monster Max, Stop That Roach 
Volume 62 (july °94): Super Street Fightcr Hl, Breath 
of Fire, Disney s The Jungle Book. Liberty ar Death, 
Tetris 2, Double Dragon V, Tarzan (Game Boy), Disney’s 
The Jungle Book (Game Boy), Space Invaders, Jeopardy 
Sports! 

Volume 63 (Aug. °94): Stunt Race FX, Lord of The 
Rings-Vol_}, King of the Monsters 2. The Death and 
Retum of Superman, An Amencan Tale Fievel Goes 
West, Sonic Blastman 2 Disney s Beauty and the Beast 
(NES), Cool Spot (Game Boy), Itchy & Scratchy m 
Miniature Golf Madness, Robocop vs. ‘The Terminator 
(Game Boy) 

Volume 64 (Sept. '94): Mortal Kombat IL, Super 
Bomberman 2, Pocky & Rocky 2 Blackthorne. Acrobiz 
Supersonic, Vortex, Shein s Revenge Taz-Mania (Game 
Boy) Mighty Morphin Power Rangers (Game Boy), The 
Making of Donkey Kong Country, Killer Inshnet 
Preview 

Volume 65 (Gct. '94): Super Punch-Out! Final 
Fantasy 111, Maximum Camage, Mighty Morphin Power 
Rangers (Super NES} PacMan 2 Illuston of Gata, Bram 
Lord, Mega Man V (Game Boy), Mortal Kombat II 
(Game Boy} Yogi s Gold Rush, Donkey Kony Country 
preview, Cris n USA preview 

Use the Back Issue / Tip Beok Order Form in this issue to. 
erder past Nintuncde Power Issues and hooks, or call eur 
Censumer Service department at |-800-255-3700 to 
order them by phone with Visa or Mastercard 


Oct. 28 - Oct. 

Oct 28 - Oct 

Oct 28- Oct 3 
Oct 28 - Oct 

Oct 28 - Oct. 3 
Nov 4- Nov. 6 
Nov 4-Nov 6 
Nov. 4 - Nov 6 
Nov 5 - Nov 6 
Nov, 11 - Nov. 13 
Nov 11 - Nov. 13 


Culpeper, VA 
Anderson, SC 
Titusville, FL 
Florence, SC 
Cape Coral, FL 


Orange, CA 
Baltimore, MD 
Sunrtse, FL 
San Diego, CA 


AWESOME PLAY ON THE GAMES YOU VE mee 


DO NOT 

miss out on 

PowerFest 94! 

EA YOU could be 
crownel-the-new Nintendo 
World Champion! 


S. Arlington, TX 
Ormond Beach, FL 


HAVE 
YOUNASE. 
es TOTALLY 


ag 


TORE Lio 
Wal*Mart 
Montgomery Watd ses. 
Wal*Mart caren 
Montgomery Ward 
Wal*Mart sess rie 
Service Merchandise ww: 
Wal*Mart 2:10 
Adray’s www 
Fox 45 « 
Brandemart jo) sostm 


Navy Exchange w: wasn a 


IN WAITING FOF 


WIN YOUR WAY TO THE 


PowerFest 94 


FINALS! 


Compete at one of 
Nintendo's PowerFest 94 


tour locations for your 
chance fo win cn all- 

expense paid trip to 

the finals ct SeaWorld 
in Sem Diego, CA. 


FOR MORE INFORMATION ABOUT POWERFEST 94, CALL 1-800-255-3700, 


Please call store for date and time canfirmatian, All dates are subject to change. 
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MorTAL KomBaT II 
2 ney ae 


EARTHWORM JIM 
Ooo em ewe wISK 


WWF RAW. 
we ee > StiresttormSp- 


SPIDER-MAN & VENOM: 


MAXIMUM CARNAGE 
webbed wrapping 


THE LION KING 
roaring.keeper 


MICKEY MANIA 
classic hits 


DEMON’S CREST 
for ucky dewis 


SUPER RETURN OF THE 
qo fine 
NBA Live °95 
Slanydunk 
THE ADVENTURES OF 
BATMAN & ROBIN 


don’t:shake it—explos 


FINAL FANTASY ITI 
PAW raer 4 i ing ey 


uaeY NFL °95 


~moS 


UNIRACERS 
| Ecaioetl® Savi 


Sn are QuT!! 


Our goal is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 


Thanks goes out fo ail the people who make this possible. 
From the orginal editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 
Either by donating classic magazines, scanning, editing or distributing them, 
visit us at http://www. retromags.com 


We are only interested in preserving classic magazines 
that are at least § years out of print. 


We have no desire or intention to profit from these In any way. 
So please, if you come across people trying to sel! these releases, don't support them! 


Thank You and ENJOY! 
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